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Wildly Excited Frank Robinson, After MVP Selection 



Cover Story... World 
Champion Orioles: 
Miracle or Fluke? 

West Coast publicity grist mills de- 
luded the nation into thinking that the 
Los Angeles Dodgers would have an 
easy task of humiliating the Orioles. 
They had even convinced Bobby Bragan, 
deposed manager of the Atlanta Braves, 
into believing that "the Orioles wouldn't 
finish fifth in the National League." 

Well, Sir, you can fool all of the 
sports writers some of the time and 
some of the sports writers all of the 
time, but you can't fool the management 
of the Baltimore Orioles. So confident 
were they, in fact, that before the 
Series had even begun in Baltimore, a 
huge billboard outside of Memorial 
Stadium read: "Would You Believe 
Orioles in 4?" 

Why then so much confidence es- 
pecially in face of adverse bookmakers' 
odds? The reason is quite obvious, at 
least to insiders who know that Oriole 
publicity man, Paul Itzoe, had been 
presented an Avalon Hill Baseball Strat- 
egy game several day s before the series 
had begun. Now we don't claim any 
knowledge of what Mr. Itzoe did with 
that game, but we do know that Oriole 
pitching took a sudden about-face . . , 
that Oriole fielders happened to be in 
the right defensive positions at all 
times . . , that Andy Etchebarren, 
rooky catcher, called such a masterful 
game that the Dodgers failed to score 
in 33 consecutive games - a World 
Series Record, 

Consider, too, the fact that Moe 
Drabowsky, a so-so reliefer, was able 
to set the Dodgers down on one hit in 
6-2/3 innings. Consider also the fact 
that left-hand swinger Boog Powell, 




"Funny thing, I struck tliiv guy qui 3 times last night at Baseball Strategy", is what Gene Brabcndcr 
(32) could be saying to Frank Robinson (20). Robinson, voted MVP, drapes sympathetic arm around 
utility man Bob Johnson who, dozing off early in the scries, woke up to find it all over a'ready. 



horribly inept against good left-hand 
pitching, smashed 3 key hits against 
left-hand pitching, two of them against 
Sandy Koufax. Consider the fact that 
the Dodger slap-hitters, who rarely 
strike out, fanned 28 times in 4 games 
-opposed to only 17 for the free-swing- 
ing Orioles. Consider the fact that the 
combined Oriole pitching came up 
with a record low ERA of 0.50 com- 
pared to 2.65 for the Dodger staff. 
Miracle or fluke? We think neither. 
Coincidence? Perhaps. In due respect 
to the excellent scouting job done by 
Oriole scouts Russo and Kubski, you 
must remember that the Dodger organ- 
ization also had their top men scouting 
Oriole players - and for a longer 
period of time. Thus all things should 
have been equal. But they weren't. 
Not one copy of Baseball Strategy 
could be found in Dodger possession. 

"ORIOLES WIN IN 6" 

The day following the winning of the 
National Pennant by Los Angeles, Ava- 
lon Hill research men decided to play 
the Series via Baseball Strategy. The 
player counters were revised to reflect 
the actual player performances, thanks 
to statistics provided by the Oriole 
publicity people. Several designer's 



liberty s had to be taken to account for 
the excellence of Dodger pitching. In 
the first game, Aparacio opened the 
game with a Home Run to spark a 3 to 
win over Drysdale. Koufax countered 
in the second game with a 3 to rever- 
sal over the Orioles registering 10 
strike-outs, 3 against Frank Robinson. 
The third game went to Baltimore in an 
easy 7 to 4 win over Osteen (in reality, 
Osteen surprised everyone by turning 
in the best pitching performance of any 
Dodger pitcher.) The Orioles made it 
3 games to 1 by defeating Perranoski in 
relief of Drysdale, 5 to 3. The fifth 
game went 15 innings with the Dodgers 
edging Baltimore 3 to 2, the winner in 
relief of Koufax was Regan who threw 
to only 3 batters for the win. The sixth 
game went to Palmer who came off with 
an exciting 2 to 1 victory which saw both 
games score all of the runs in the 9th 
inning with home runs by Lou Johnson, 
Frank Robinson and Brooks Robinson. 
The two 9th inning Oriole home runs so 
upset the Dodger player that one Base- 
ball Strategy game now has a fist size 
hole neatly ripped through the middle 
of its box lid. 

THE REAL, THING 

This same mal-content had also 
stood around for 12 hours for Series 
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tickets, finally obtaining a pair for the 
5th game* Oh well, you can't win 'em 
all. Or can you? 

Baltimore proved that you can and it 
behooves your editorial staff to recap 
some of the "dramatic turning points". 
We have put these last 3 words in 
quotations because professional sports 
writers often take this cliche in justi- 
fying from reversals. Sports Writers 
often articulate for the singular purpose 
of providing an interesting bit of prose. 
Facts are secondary. Sports writers 
must sit with their backs to the game 
. . . at least that' s the impression one 
gets after seeing the game in person 
and then reading an account of it. 

In the first game of the Series, Oriole 
pitcher McNally should have been psy- 
chologically "up" since he had a quick 
3 to before even pitching a ball. As 
it turned out, he pitched too many 
"balls" and was relieved simply be- 
cause he could not adjust to a, mound 
which was too high for his style of 
pitching. So in comes Drabuwsky, a 
good move by Manager Bauer. Dra- 
bowsky had been pitching to National 
Leaguers for many years. He had also 
been pitching at Vancouver recently 
and didn't want to go back there again. 
So he combined his knowledge of Dodger 
hitters with a desire to remain a Major 
Leaguer into a superb relief perform- 
ance. Dramatic turning points; Snyder's 
catch of Roseboro's drive to center 
with I on, and the McNally wild pitch 
that freakishly glanced off Roseboro's 
hat for a foul strike. Now the Sports 
columnists tell us that had these events 
gone in Dodger favor they would have 
won the first game, thus the Series, 
We beg to differ. 

The best thing going for the Dodgers 
in the second game were the fans - far 
their unparalleled sportsmanlike con- 
duct in defense of Willie Davis. Never 
have we seen fans applaud a player for 
the express purpose of drowning out 
boos. The fans deserved a better fate 
than having had to sit through such a 
chaotic game. Poor Willie Davis. But 
poorer still, Junior Gilliam, who usual- 
ly plays a superb third base but only 
within a radius of 14 inches. Two key 
ground ball "hits" got by Gilliam; a 
third was muffed but was redeemed when 
Frank Robinson over-rounded second 
base on the play. And a strong throw 
by Fairly from right field got byGilliarn 
on a play that found Fairly charged with 
the error. Manager Walt Alston's 
heart is not particularly strong and 
Gilliam was to see no further duty for 
the remainder of the Series, Of course, 
nowhere in any news coverage was 
Gilliam mentioned as a contributor to 
the Dodger debacle. Willie Davis had 
to shoulder all of the blame. Dut why 
not Koufax? After all, being the super- 
star that he is, it was up Lo Sandy to 



get the strike-out at this point in the 
game. Bui he was not up to the task 
and both Oriole hitters in succession got 
the ball out of the in-field. Blair's 
drive to "medium deep center" would 
have advanced the runner anyhow. Dra- 
matic turning point: Casey Stengel 
throwing out the first ball. 

ONE PITCH 

Dodger Claude Osteen is a better 
than average pitcher. This day, the 
third game, he was superb turning in 
the most brilliant performance of all. 
He hit every Oriole bat on the handle; 
that is, every bat but one. Diminutive 
Paul Blair, who had only hit 6 home 
runs all year, won the third game for 
Baltimore with one swing of the bat. 
Only 3 other balls got out of the infield 
in as well played a game as one could 
expect. Shortstop Maury Wills antici- 
pated extremely well and accounted for 
9 of the 24 Oriole outs. No Oriole play- 
er went to bat more than 3 times, the 
pitcher batting only twice. Yet, Balti- 
more won the game. Dramatic turning 
point: A ground rule double. With the 
Baltimore outfielders playing consis- 
tently shallow against the mickey-mouse 
attack, Wes Parker smashed one to 
dead-center that would have been caught 
by a center-fielder playing in normal 
position. In this instance, the ball 
sailed over Blair's head and landed on 
the hard surface of the warning track 
which supplied a high hop . . .high 
enough to bounce the ball over the 7 
foot fence into the hot-dogs of center 
field bleacherites who had spread picnic 
blankets on the ground in that vicinity. 
So the hit was ruled a ground rule dou- 
ble. But had the ball bounded against 
the fence instead of over it, it would 
have become a triple. Parker would 
then have scored on Willie Davis 1 one- 
out fly to center field thus giving the 
Dodgers a 1 to advantage at that point. 
No mention of this was made by sports 
writers who "saw" the game. 

1 to AGAIN - HO HUM 

Would you believe that the 4th game 
was simply a taped re-play of game 3? 
Only the stars names had been changed 
to protect the innocent. Substitute 
Frank Robinson for Blair and Dave 
McNally for Bunker. We saw the game 
as a testimonial to the magnificent de- 
fensive play that has made Baltimore 
the most well-balanced team in base- 
ball - another observation not very 
well observed by the majority of the 
sports writers. You all saw the games, 
no doubt, so we won't dwell on the sub- 
ject other than to point out another 
"dramatic turning point" wbich the 
working press failed to recall: And that 
is the play by Brooks Robinson who, 
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going to his left speared a ground ball 
that had "single" written all aver it. 
Very few third basemen would have 
made the play. But Robinson turned it 
into a double play as there was a base- 
runner on first base at the time. Had 
the ball gone through for the base hit, 
Los Angeles would have had runners at 
first and third with no one out. Quite 
a difference in situations, what? 

Well that's about it, sports fans, 
Baltimore is not as good as they looked: 
and Los Angeles not as bad. In the 
main, then, baseball is a game of 
inches . . . the same pitch that gets 
the strike-out on the outside corner 
becomes a home run when thrown 2 
inches inside , , , a fly ball caught by 
an out-fielder playing the hitter to pull 
becomes a double when hit straight 
away . . . thus this game of baseball 
becomes more than just a test of power 
and physical ability; it involves knowl- 
edge, thinking, and most of all, strategy 
. . . baseball strategy. Los Angeles 
should not feel too badly . . . Baseball 
Strategy proved they should have lost 
anyway. 

RE-PLAY SERIES YOURSELF 

But don't take our word for it. Why 
not play it over yourself? Use all of 
the same players just as our research 
people did. We will supply the players 
tailored to the specifications of the 
Baseball Strategy game. Just send us 
lb$ and a return envelope containing 
First Class Postage and we will send 
you several sheets of player counters 
which you can paste on over the die-cut 
counters that come with the game. If 
you need the die-cut counters also, 
simply send us 75f total. Better still, 
why not order the entire Baseball Strat- 
e gy game - complete with full color 
picture of Baltimore Memorial Stadium 
on the box cover. You get the game 
plus the Oriole-Dodger counters for 
$3.98 postpaid. 'Add 65 £ for Special 
Delivery. To get your World Series 
edition, make sure you mark your 
order "World Series Edition", Send 
$3.98 to: The Avalon Hill Company, 
4517 Harford Road, Baltimore, Mary- 
land 21214. Prove to yourself that the 
1966 World Series was neither Miracle 
or Fluke, 



Notice to Subscribers... 



Please send us your changes of ad- 
dress. Notifying the post office does 
not guarantee their forwarding 3rd class 
mail. As a matter of fact, they are not 
supposed to forward 3rd class mail, 
consequently your "General" usually end 
up being returned to us or placed in 
file 13. 
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The Infiltrator's Report 



Avalon Hill market opens up in Ire- 
land, handled by the National School of 
Motoring, 47 Sweetmount Park, Dublin 

14, Ireland Herr Leber, former 

German officer captured in North 
Africa, wrote of the Afrika Korps game, 
"as far as the historical background is 
concerned I should like to mention that 
the camp of military units, regimental 
numbers and other details are in fact 
correct". Herr Leber, after his POW 
interment, returned to Germany and is 
now an executive atFord-Werke Aktien- 
gesellschaft, Koln-Niehl. You can 
call him at Fernschrieber 0888-1491. 

Watch New York Times Book Re- 
view Section, running through October- 
November, for Avalon Hill consumer 

advertisements Don Connelly, 

Baltimore, recommends, "Makers of 
Modern Strategy" - Earle - Princeton 

U. Press, as excellent reading 

Military research service available 
from "Design 3", c/o 1141 Tremont 
Street, Duxbury, Massachusetts; "be- 
cause of the military schooling I've had 
and the resources at my command, I've 
much information to bring forth", re- 
ports John Adams (a good, old New 
England name), 10 Juracka Parkway, 

Schnectady, N. Y. 12306 the 

6988th Security Squadron (USAFSS), 
Yokota Airforee Base, Japan, current- 
ly playing the Indiana U. "irregulars" 
in four simultaneous games of Stalin- 
grad. Another match with Duke O. is 
scheduled; all to be reported in an up- 
coming article in "Stars & Stripes", re- 
ports S/Sgt. Christopher R. Wagner, 
whose wargames team has received 
official sanction by the USAF to engage 
university and other military teams. 
S/Sgt. Zocchi, how about a challenge? 

Brian Libby, 16 William Street, 

Portland, Maine, has "Desert War", a 
game of his concoction employing air, 
sea and artillery power le scale grande. 
For lack of opponents he is playing it 
solitaire. Zocchi, if you chicken out 
against Warner's Warriors, here's 
another challenge. 

"The Tank", a heckuva well-done 
newsletter, though poorly mimeo- 
graphed, from the M. I. T, Strategic 
Games Society, Room 401 - Student 
Center - 84 Massachusetts Avenue, 
Cambridge, Mass. 02139, is sponsor- 
ing "the greatest campaign wargaming 
has ever known. Strategy I". A few 
commandant positions are still open 

kudos to Myron Brundage for hie 

efforts, through self- sponsored AH 
survey, to obtain constructive criti- 
cisms from AH game nuts - a few ex- 
cerpts: "troop counters should be color 
coded to differentiate armor, infantry, 
airborne, etc. "..."The General needs 



more informative articles of a histori- 
cal nature, ., AH should cue us in on 
how they go about designing a game 
such as bibliography, principles of 
gamesmanship, etc. '\ .."not enough 
contests of skill". .. "get rid of the 
editor s" 

Baseball Strategy selling like hot- 
cakes in Baltimore. Why not? Box 
shows Baltimore's own Memorial Sta- 
dium in all its World Series Pageantry, 
flags, buntings, sell-out crowd, etal. 
(Actually, pix was taken of all-star 
game played in Baltimore 7 years ago. ) 
The official "1966 World Series Souve- 
nir Edition" was only game sanctioned 
for sale at Memorial Stadium, itself. 
Too bad Baseball Strategy didn't taste 
like ha tcake s ; we sure got hungry around 
the 6th and 7th innings. 

From Elaine W. Fowler, The Folger 
Shakespeare Library; "I have been as- 
sociated for over a year with a group 
engaged in drawing up a new curriculum 
for the teaching of history in secondary 
schools, specifically with a unit in 
Elizabethan history. I think your game 
(Shakespeare) would be a valuable asset 
both in the study of history of the 
Shakespeare period and of English liter- 
ature in the secondary school level". 

To eliminate extra PBM correspond- 
ence when opponent fails to list a Stock 
Market closing date, Barry K. Branch 
suggests that the End date after the 
postmark date be used in such instances 
...... Playing games via computers is 

a new technique of training and re- 
search in urban problems. The Ford 
Foundation has announced two grants, 
totaling $230, 000. 00 to Michigan State 
and Cornell to help develop the "games. " 
For just $5.98 we could have saved 
them the trouble 

WVAT, Alfred State Tech broad- 
casting service, has offered free com- 
mercial time to advertise Avalon Hill 
games. How come the free time? 
Their business manager, Richard J. 
Paracka, is a long-time battle game 

nut, that's how coihe According 

to James F. Dunnigan, "Kampf" con- 
tains the most accurate and meaningful 
historical data of any source for mili- 
tary information. Mr. Dunnigan may 
be somewhat biased in this comment 
since he edits and publishes this series 
of 24-40 page booklets. 

He's right, of course. So don't ask 
questions -just send him the five bucks 
(slightly higher for foreigners) c/o 
Kampf, 8512 5th Avenue, Brooklyn, 
N. Y 

Chancellorsville games are becom- 
ing collector's items. No longer avail- 
able from AH, this title is being traded 
and sold at higher thanfair trade prices. 
Wish we had kept a couple around here 



Shell Oil has selected Football Strat- 
egy game, over allother football games, 
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to be used in conjunction with a sales 
promotion program introducing a brand 
new product by their chemical division. 
Called "the best football game ever 
invented" by Sports Illustrated, Foot- 
ball Strategy will be featured in Sport- 
ing News Gift section, November 19 
issue. ..... Don't forget, you fellows 

who send us questions: for the sake of 
expediency, please enclose a self- 
addressed envelope containing plenty 
of first-class stamps. Otherwise, your 
questions will not receive proper con- 
sideration. In fact, they might noL 

even get answered 

"Haply your eye shall lightupon some 
toy you have desire to purchase, " quoth 
Will Shakespeare, King Richard II. "It 
is the wise man who seeketh AvalonHill 
games for Christinas gifts," quoth 
Irving Shake Bpeare, Sales Manager. 

The Principles of War 

Mass and Movement: 
Offensive Maneuver 

By Capt. Mike Frankwicz, 
Myron Brundage, Editor 

For the offensive, U. S. Army doc- 
trine teaches four basic attack move- 
ments with their variations. These are 
also found in the doctrine of other 
armies. They are the Envelopment, 
the Turning Movement, the Penetration, 
and the Frontal Attack. To accomplish 
these, certain control measures are 
used, such as assigning objectives to 
subordinate units; the use of axes of 
advance, direction of attack, or zone 
ot attack. The possibilities of the use 
of these controls for AH games involv- 
ing several players can he interesting 
and useful. Still another concept is 
that of the main attack and the secondary 
attack. 

Main and Secondary Attacks 

The main attack is designed to ac- 
complish our higher objectives. It is 
either pre-planned or we develop it as 
the situation develops. Once we have 
selected it, this is where we throw our 
Sunday punch. We should however, 
strive to maintain a reserve force at 
all times. Secondary or supporting at- 
tacks are designed to deceive and pin 
down as many enemy forces as possible 
so as to aid the main attack. Sometimes 
this can be accomplished by a demon- 
stration in front of the enemy, merely 
by placing respectable forces close to 
him without actually attacking. Often 
secondary attacks prove more success- 
ful than the main attack and as a result, 
we shift our emphasis and this actually 
becomes out main attack. The U. S. 
Army prefers for all echelons possible, 
even down to rifle squari level, to launch 
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main and secondary attacks. In AH 
games from one to a few such combina- 
tions at a time are usually possible 
rather than such an all -encompas sing 
approach. We'll discuss developing 
main and secondary attacks a little later. 

The Envelopment 

Let's look at our basic attack move- 
ments which we use to achieve mass 
and seize our local or intermediate 
objectives. In the Envelopment, the 
main attack passes around or over our 
opponent 's main battle positions to seize 
a local objective which will enable us 
to destroy him in position . To conduct 
a ground envelopment an assailable 
enemy flank must exist or be created 
in a previous move. The local objective 
chosen should dominate the escape 
routes of our opponent, A variation of 
this move is the double envelopment 
which meets like a pincers behind the 
enemy with the same purpose in mind: 
destroy him in position, 
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Envelopments may be close or deep 
depending upon the distance by which 
the main and supporting attacks (on the 
enemy's front) are separated. We 
visualize as many variations of this in 
AH games as in real life. In Figure 1 
we see the close envelopment. The 
German intermediate objective is to 
seize the communications center of 
Bastogne. (NOTE: Refer to the July 
1966 article of this series to review 
the terminology and the concepts of the 
Objective , ) To contribute to this achieve- 
ment, the local objective is the seizure 
of the high ground dominating the North- 
east of the town and the destruction of 
as many U. S, forces as possible. The 
supporting or secondary attack involves 
a "soak-off" against the U.S. stack of 
1Z factors, (worth 24 in this case). The 
remaining units in the four German 
stacks have passed around the flanks 
of the U.S. stack of 15 factors, (worth 
30 here) just enough to virtually insure 
its destruction in position. 
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In Figure Z we see a deep envelop- 
ment one move away from completion. 
The Germans have pushed back Soviet 
units to the North and South of the Red 
field army holding the Brest- Litovsk 
area thus creating an assailable flank 
where the Rus 6 unit is. The Red play- 
er failed to get out in his turn and can 
be virtually destroyed in position in the 
type of situation aiL good German field 
marshals hope for. 

A CLCjf; pet tliE &tv£U> PMe/sj- 
gy AWHlBiC** AND AlfiBcftliE 
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Another variation is possible in 
games like TACTICS II, D-DAY and 
BLITZKRIEG where an aerial envelop- 
ment (sometimes called vertical en- 
velopment) can take place through the 
use of airborne or air assault units. 
In Figure 3 the Allies are storming the 
beach in the Le Havre area. The Ger- 
man static division in Le Havre is 
'kaput" in position as a result of an 
aerial envelopment and an amphibious 
assault which have completed a close 
double envelopment. 

The Turning Movement 
The Turning Movement is similar to 



the Envelopment, Here again we roll 
over or around the enemy main battle 
positions. However, we seize a deeper 
objective in order to force our opponent 
to: 

1) abandon his main battle position 

or 

2) to divert major forces .... to 
fight on terrain chosen by us . The 
Turning Movement enables us to avoid 
fighting our opponent in his strong posi- 
tions and forces him to fight ns later 
when we have the upper hand. Note the 
difference between this maneuver and 
the Envelopment where we intended to 
destroy him in position. By its nature 
the Turning Movement is usually a larg- 
er scale operation than the Envelopment. 
When contemplating this maneuver 
there ate two basic considerations. 
First, where, how and with how much 
are we going to try lo get through; and 
secondly, what are we going to rio when 
we get there? 

As with the Envelopment it can be 
accomplished with land, sea and air- 
borne or by a combination of these type 
forces. When it interferes with your 
opponent's communications and supply 
lines it causes some very interesting 
results. Improperly executed, it mere- 
ly gives him some cheap counters to 
throw back into the box. The Turning 
Movement should be made with plenty 
of strength and should be supported by 
other forces putting pressure on the 
enemy wherever possible. Thenattempt 
to link up your forces as soon as possi- 
ble. 

WATERLOO, BULGE, AFRIKA 
KORPS and STALINGRAD are four 
games that usually offer many oppor- 
tunities for the use of the Turning Move- 
ment. Sometimes the other land games 
offer an opportunity for its use. For 
example, watch the rat race that can 
start if the Allies in D-DAY find a flaw 
and pull off a Turning Movement through 
the North Sea heach area. It's happened! 

The Penetration 



In the Penetration, the main attack 
forces a rupture in the enemy's line 
and passes through his main battle 
position to destroy the continuity of his 
defense. U.S. Army doctrine states 
that Penetration includes three phases: 
1) rupture of the enemy's forward 
position, 2) widening the gap, and 3) 
seizure' of objectives which destroy the 
continuity of the enemy's defense. The 
Penetration is required when our op- 
ponent has no assailable flanks, or 
there is insufficient time to envelop. 
We should favor the Penetration, how- 
ever, when the opponent's front is 
over-extended and weak. In AH games 
it is often difficult to accomplish 
phases 2) and 3), because after a suc- 
cessful rupture in phase 1 )■ the defend- 
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er can see at once what is happening 
on the board and react to it in hie turn. 
This tends to result in a pushing type 
action. This clarity and the controlled 
timing of AH games do not exist ordi- 
narily in real life combat and maneu- 
vers. The Frontal Attack is the usual 
variation of the Penetration that we 
see, which is nothing more than push- 
ing the opponent back with our mass 
against his main battle position. 

Another variation of the Penetration 
that sometimes has usefulness is In- 
filtration. This is moving forces 
through gaps in the opponent's lines to 
operate temporarily in his rear, in 
close cooperation with our main forces. 
The types of missions possible might 
include raids, feints, seizure of criti- 
cal terrain, blocking actions or attack. 
Since small unite are formally used for 
this and most AH counters represent 
larger units, it is usually too risky to 
try it. Besides, our opponent can see 
the gameboard at least as well as we 
can, so he can usually be well aware 
of what's going on. Still, AFRIKA 
KORPS, BLITZKRIEG and occasionally 
WATERLOO offer opportunities to use 
this technique. 

Conclusion 

As we mentioned before, when we 
discuss offensive movement with AH 
games, we run into the problem of our 
defensive opponent being able to seethe 
situation as it is on the board and thus 
being immediately able to react to it. 
In actual combat or maneuvers, infor- 
mation available to defending command- 
ers is frequently incomplete and the 
situation lacks clarity. It may he some 
time before the defender realizes what 
is happening to him, even if his forces 
are successful in defeating it. As a 
result in many AHgamee, our attempts 
at Envelopment, Penetration or Turn- 
ing Movement actually become pushing 
actions in which our opponent can 
quickly size up the situation. If he 
can't restore it, he re-organizes and 
falls back. When through a mistake or 
lack of skill your opponent allows you 
to complete one of these maneuvers, 
seize the opportunity he has given you 
to make it a decisive one. 

Various games such as BLITZKRIEG, 
TACTICS II, and to some extent 
AFRIKA KORPS and D-DAY to mention 
some, give us some additional tools 
that we can use to achieve mass and 
movement. The automatic victory, 
airborne, air assault, air transport, 
SAC and TAC, amphibious and nuclear 
rules are all tools that we can use to 
employ Envelopments, Penetrations 
arid Turning Movements, 

Now that we have covered the basics 
of using Mass and Movement in the at- 
tack, we will try to .show you how to 



apply these principles tu prevent your 
opponent fTom beating you. Next is- 
sue, Defense and Retrograde. Much 
print in the GENERAL has been given 
to offensive operations, and not too 
much to defense and escape. We think 
we'll have a good one for you on the 
basics nf this subject. 

Comments to Capt. Mike Frank- 
wicz, 2820 Beechwood Lane, Bridge- 
ton, Missouri; Myron Erundage, 2437 
W. Sunny side, Chicago, Illinois, 

The Fortified Goose- Egg 

by Barry K. Branch 

In the actual Battle of the Bulge, 
while the 5th Panzer Army poured West 
and surrounded Bastogne, Sepp Die- 
trich's nth SS Panzer Army - which was 
planned to make the main breakthrough 
- was badly jammed by stubborn re- 
sistance at St. Vith and the Elsenborn 
Ridge. After St. Vith fell, Sepp's 
forces were again stopped by the "forti- 
fied goose-egg", around Vielsalm and 
the hills to the East. Though Sepp 
(whose death and funeral lastMay were 
pictured on Huntley-Brinkley) attacked 
the egg from North, East and South, it 
continued to stall him until Dec. 23rd, 
when Montgomery pulled the Americans 
back "to tidy up his lines". Monty's 
move is still strongly disputed, since 
the blockage of Sepp's drive had caused 
Hitler to divert much of Sepp's panzer 
strength to the 5th pa army command. 
(Source: OCMH, Ardennes: Battle of 
the Bulge, ETO. ) 

In the A-H version, it is not possible 
for you, as Allied commander, to hold 
St. Vith for long, but it is feasible to 
form the egg, and block the entire area 
north of the Ourthe tributary for several 
vital turns. Units at Elsenborn and 
QQ13 are tactically good, to cut the 
lateral road, but the positions cannot 
be held, since they will be attacked 
surrounded by the Germ an forces which 
have taken St, Vith, I believe it better 
to use elements of 99th and 2nd Inf, to 
form a line at PPI1, PP13 and OOI6, 
(This involves shifting the southern 
American forces northward: 28/109 
into Clervaux, and other 28th units to 
the NN line t while 9th Armored covers 
the hills behind Clervaux and East of 
Wiltz, and 4th Inf. holds near Diekirch, 
depending which units remain. ) 

Another egg position is at Malmedy, 
NN15, NN17 and LL19. Your objective 
is to hold the egg until reinforced by 7th 
Armored, If the egg holds, 1st Inf. 
can add its weight; if you are falling 
back, the Big Red One can stop and 
fortify the town of Fraiture (FF22) in 
the woods bottleneck, and Baraque de 
Fraiture (DD24) - the vital road junc- 
tion which protects the entire flank and 
rear of the northern area. 
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In summary, your German opponent 
may capture the American Bailey bridge 
over the Ourthe (BB29), as actually 
happened, but his supply roads are still 
controlled by the crucial junctions at 
Bastogne and Baraque de Fraiture. 
Though you can build a fortress at B. 
de F, , if you maintain your positions in 
the fortified goose-egg, you will: (a) 
slow the infiltration around B. de F. 
for many turns; (b) protect Spa, Trois 
Ponts and the northern road net; and 
(c) threaten St, Vith and the Houffalize 
road, tying down German divisions 
needed elsewhere. Though I have yet 
to see it done, your re -taking St. Vith, 
with the aid of 9th and 30th Inf. , would 
be a game- shattering coup. 

Bulge: SIEGE OR ASSAULT? 

In a regular tournament game of 
Bulge, the German commander will 
probably face a fortress in his path 
several times. Whether to launch an 
assault, or to besiege and bypass, is 
the value judgment he must make. An 
assault at 3:1 or better, against the 
tripled-defense factors, can mean ter- 
rible attrition if "exchange" is drawn, 
especially under PBM results with a 
ZQ% chance of exchange; an excellent 
opponent of mine recently left 10 CCA 
& COB in Bastogne - an exchange at 
that rate would have meant my instant 
doom - a total of 42 factors, only 32 of 
which could have been infantry. On the 
other hand, bypassing will cost loss of 
movement unless alternative supply 
roads are open. 

The German commander must decide 
'how badly he needs the fortress: if the 
road isvitalfor supply, or to aid move- 
ment from one area to another, it may 
be worth an assault. If he is moving 
slowly, and has alternative roads, the 
fortress can be besieged and bypassed. 
Clervaux is an example of the latter: 
two inf. regiments can surround the 
town until the allied unit surrenders, 
while you supply your German troops 
from the St. Vith-Bastogne roads. Even 
Bastogne can be bypassed, if you are 
being held to a crawl by allied defenses 
on the Ourthe. 

In the event you decide to bypass a 
fortress, I recommend you leave two 
units adjacent and on opposite sides, to 
besiege it. (a) they maintain the isola- 
tion, and (b) if the defender tries to 
break out, he must attack all adjacent 
units. Even though you bypass, it is 
often worth a small diversion of forces 
(strictly in addition to, and not includ- 
ing, the besiegers) for small probing 
attacks at the fortress. With a 7-4 and 
4-4 fortress as an example, the defense 
has 33 factors; a 3:1 assault would tie 
down 99 of your attack factors, and 
would be impractical. 

Even at 1: 1, you would need 66 attack 
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factors. Using PBM results, you have 
a 20% chance of "A back", 30% chance 
of "engaged", 20% chance of "contact" 
which has no effect, and a 30% chance 
of success. 

At 1:1, there is a 20% chance of "D 
back", and you must use 33 factors. 
At only 1:2, you need use only 17 factors, 
but still have a 20% chance of success. 
Thus your chance of victory at 1:2 is 
only 10% less than at 2:1, and you free 
considerable forces for work elsewhere. 

In summary, and circumstances 
warranting, I offer the tactic of by- 
passing the enemy fortress, but leaving 
a few factors to besiege, and a few 
factors to attack at 1:2. The units 
should not all be used to attack, since 
you may draw "A back Z" and allow a 
break in isolation, 

Bismarck 

British Battle Board Strategy 

by Jared Johnson 

Nothing needs to be said about how 
the British use two ships to trap the 
Bismarck on the Battle Board. How- 
ever, there are a few important maneu- 
vers the British player should be fami- 
liar with when he is in the position of 
having to use one guud battleship to pro- 
tect a damaged ship which is ready to 
go down, against the Bismarck on the 
Battle Board. This is extremely im- 
portant if sinking the damaged ship will 
mean an automatic victory for the Bis- 
marck. The British player will want 
to keep the Bismarck from firing on the 
damaged ship as long as possible, and 
when this fails, at least to keep the 
damaged ship out of A range. Of course, 
while he is going through these maneu- 
vers to be explained shortly he must 
decide whether he wants to play the 
Chance Table and try for a withdrawal, 
or risk having his damaged ship sunk 
while he is firing on the Bismarck with 
his good ship. 

First, we need a grid coordinate. 
With the South end of the board facing 
you, number the row at the top (north- 
west-northeast) from one to seven and 
the vertical row at the left (northwest- 
southwest) from A to G starting at the 
top. 

The best a single ship can do to pro- 
tect one other damaged ship from the 
Bismarck on the Battle Board is to keep 
the Bismarck completely out of range 
on the first turn, and to keep the Bis- 
marck from moving into A range on that 
ship for the next three turns, By thaL 
time the battle will have been resolved 
one way or the other. (Damaged ship 
will be sunk, Bismarck will be sunk, 
or a withdrawal called for, etc. ) Fol- 
lowing is an example of how this can be 
done. 



Starting Positions 






Bismarck: 




D-4 


Hood (guarding sh 


ip) 


A-4 


Repulse (damaged 


ship 


A-5 


1 st Move: 






Hood: 


B-4 


B-4 


Repulse: 


A-5 


or A-5 


Bismarck: 


D-5 


D-4 


2nd Move: 






Hood; 


C-5 


C-4 


Repulse: 


A-5 


or A-4 


Bismarck: 


C-4 


C-5 


3rd Move: 






Hood: 


B-5 


B-4 


Repulse: 


A-6 


or A-3 


Bi smarck; 


C-5 


C-4 


4th Move: 






Hood: 


B-6 


B 3 


Repulse: 


A-7 


or A-Z 


Bismarck: 


C-6 


C-3 



¥ 



e- 



R 



h. 



R 



?V 



v 



e 



R- 



I 



H 



B->H 



R 



One good ship protecting one damaged 
ship. British moves first: 

Remember that the British player 
moves first each turn. Notice that if 
the British player starts off both ships 
in the corner that the Bismarck auto- 
matically gets into B range on the first 
turn and A range on the third turn. 
Likewise, if the Hood retreats instead 
of advancing on the second turn in the 
example above, 

For two British ships guarding one 
damaged ship: 



Starting Positions: 

Bismarck 

Hood (guarding ship): 

Ramilles (guarding ship); B-7 

Repulse (damaged ship) 



1 st Move: 

Hood; 

Ramilles; 

Repulse: 

Bismarck: 

2nd Move: 
Hood: 

Ramilles; 



Repulse: 
Bismarck: 

3rd Move: 

Hood: 

Ramilles: 

Repulse: 

Bismarck; 

4th Move; 

Hood: 

Ramilles: 

Repulse: 

Bismarck: 



B-7 
C-4 



B-5 
C-5 

A-7 
D-5 



C 6 

C-5 
A-7 
D-6 



I 



B 



7' 



H 



V 



I 



4 



8 



W 



Y 



R 



B. 



4 



hi 



* 



4- 






R 




K 






^ 


s* 






B- 







R 

Two good ships protecting one dam- 
aged ship, British moves first: 

Notice what happens if you make the 
common mistake of starting all three 
ships out on the side instead of in the 
corner, for instance A-3, 4, 5 with the 
damaged ship in the middle. The Bis- 
marck gets into B range on the damaged 
ship on the 2nd turn. 

Once again, the battle will have been 
resolved one way or the other by the 
fourth turn. 

Or if you want to protect One ship 
but still make sure you get a crack at 
the Bismarck with the other two, use 
the following plan: 

Starting Positions* 

Bismarck: D-4 

Hood (guarding ship); D- 1 

Romney (guarding ship): D-7 

Renown (damaged ship): A-7 



D-2 
D-6 
B-7 
C-4 



D-4 


1 st Move: 


A-6 


Hood; 


B-7 


Romney: 


A-7 


Renown: 




Bismarck 


B-5 


2nd Move: 


C-n 


Hood; 


B-7 


Romney: 


D-4 


Renown: 




Bismarck 


C-5 


3rd Move; 


D-5 


Hood: 



D-3 
C-5 
C-7 

D-5 



D-4 
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Romney: 
Renown: 

Bismarck: 

4th Move: 
Hood: 

Romney: 
Renown: 
Bismarck: 



C-6 
B-7 
D-6 



C-6 
D-6 
B-7 
C-4 



Any comments on this article should 
be addressed to Jared Johnson, 1^48 
Rochelle Drive, Chamblee, Georgia. 

On to St. Helena 

by Steve Bachmann 

So far, the best strategy I've found 
for the French is one like the one pre- 
sented in the July '66 General by Tom 
Eller. If you have an opponent you know 
that likes to stormQuatre Bras quickly, 
here is a defense. 

This defense calls for virtually no 
battles at Ligny, or the QB heights. 
Here is your initial setup: Just behind 
Tilly (X18-X19) place two stacks of 15, 
including four 6-4' s. Behind them put 
some extra small cavalry. The rest of 
your Prussian power put near QB, with 
two heavy 15' s guarding Z24 and Y24, 
guarding you from a quick flanking 
movement. The rest put into strong 
stacks (at least 12 factors) and unite 
them as soonas possible with theAllies 
for a line at QB. If you have any small 
leftovers, prepare to send them in the 
direction of Nivelles. 

Now Napoleon has stormed the 
heights of QB. Let him have them. Any 
counterattacks will be sacrificing your 
main force, and whenhe breaks through, 
there won't be much between him and 
Brussels. Instead, make him assault 
a heavy line at QB itself. Put some 
units- to prevent him from coming 
through the woods just to the heights' 
right. The woods around the heights 
will hamper any powerful concentra- 
tions for a frontal assault. So, your 
opponent will have to attack the two 15' £ 
at Z & Y 24 with his main force from 
Fleurus. By the time those two stacks 
are moved, the 16th should be over. 
Mow your left flank is finally exposed. 
Before I go into the next move, though, 
I should say that we are assuming that 
Napoleon in this case is not sending 
forces to Tilly, (it's a waste of 50 fac- 
tors) and Nivelles is too far. Those 
possibilities will be discussed at the 
end. 

Now you're exposed. But before the 
Frenchman can enjoy the fruits of his 
labor, send enough troops back behind 
the Genappe soyou can have each square 
worth about twelve, doubled. Now, with 
your troops and reinforcements from 
Nivelles, and any left-overs from the 



QB lines, form aline almost perpendicu- 
lar to Lhe Genappe, anchoring on hill 
W31, of the same type. Important: on 
the turn of this major Tailback, leave 
enough small units in the Frenchman's 
way to keep him from your major line 
for a turn. With your extra turn you 
will have an opportunity to make the 
defense even more complete. At this 
time, the Prussians from Tilly should 
have been arriving on the scene to prey 
on weak rear-guard French pieces. 
Now your opponent will either have to 
delay his heavy onslaught to kill off 
these troublemakers, or let them con- 
tinue to bite at his heels. Now Napoleon 
has troops to his front, left, and rear, 
and the forest Bors de Mea at his right. 
If you're strong enough, it helps to 
counterattack with the Nivelles line on 
his flank, while he assaults the river 
line. 

By the time the Genappe is broken, it 
should be darn near, if not the 18th, 
Play a delaying game with weak units, 
conserving your stronger piles for 
counterattacks at the right-front. It 
will probably be a close finish, but you 
should be able to get the IV Corps in 
just in time, introducing Napoleon to 
his Waterloo. 

Now: What if Napoleon does go tor 
your Tilly Prussians and/or Nivelles? 
If 45-60-odd factors come at you at 
Tilly, play a delaying game with them, 
keeping your main force just out of their 
reach; until they threaten to flank your 
main position. Then you must give bat- 
tle. If you're chased all Lhe way down 
the Dyle to Wavre, then it's near time 
to go to Waterloo, and, if you've delayed 
well, you may be able to unite with the 
IV and destroy them. Overall, the long- 
er you're chased, the longer those fac- 
tors are doing nothing. In fact, there's 
a good repetition of Crouchy. ]f Nivel- 
les is threatened, you may have to send 
more QB Prussians to assist, but keep 
in mind most of your early reinforce- 
ments come from Nivelles. In any case, 
attacks to either side will draw troops 
from the center, slowing or possibly 
halting the main advance. 

This defense is designed mainly for 
those Napoleons who like quick seisure 
of QB, and aggressive movement down 
the center. If your opponent has a sud- 
den change of plans, take the heights, 
and send reinforcements to the main 
area of attack. The key word in Water- 
loo is flank. This defense keeps a mini- 
mum of flanks, and gives you many op- 
portunities to flank. I hope this will let 
any of you disheartened PAA players 
repeat history. 

Comments, perhaps? Steve Bach- 
mann, 946 Lilac Lane, Highland Park, 
Illinois, Zip 60035. 
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Submarines at Midway 

by Richard Gutenkunst 

Fortunately, the Japs have an advan- 
tage in the present Midway game. How 
come I'm so pleased? My personal 
opinion is that the U.S. player suffers 
from a dearth of tactical variations that 
he can successfully use, while, judging 
from the greater space given to Japanese 
tactics in the General, the Japanese 
have a relatively richer repertoire. 

Now, if one will trouble to consult 
Samuel Eliot Morison' s massive History 
of United States Naval Operations in 
World War II, one will notice that the 



U. S, had eleven submarines in the area 
represented by Avalon Hill's search 
board, while the Japs had only the 
1-168. I add the submarines to the 
game, with the consequence that each 
side has another variable to consider 
and the U. S. player can use some hairy 
Midway - Carriers - Submarine co- 
operation plans. 

The above hint should allow a lot of 
you to evolve your own submarine in- 
clusion plan, but I will now outline mine 
in case you don't feel like taking the 
trouble. 

The U. S. submarines are divided 
into three groups, represented by three 
blank blue counters, labeled 1, 2, and 
3. Groups 1 and 2 have four submarines, 
each, while group 3 has three. These- 
counters may start on any zone square 
east of the E column inclusive at the 
start of the game. Movement is limited 
to one zone square per turn. The count- 
ers can be found by air search, but 
cannot be attacked by air. 

I ignore the presence of the Japanese 
submarine for reasons that will become 
obvious. 

The presence of one or mare of the 
submarine counters in an area square 
allows the U. S. player to search it. If 
at any time the U. S. player finds a Jap- 
anese ship on the same or adjacent zone 
square as one of his submarine count- 
ers, he rolls the die. If he rolls an 
even number, he must attack the Jap- 
anese ship of his choice. If he rolls an 
odd number, no submarine attack takes 
place. If he does get an attack, he rolls 
the die again, getting as many hits as 
the number on the die shows, except if 
he rolls a five or a six, which are mis- 
SHB. ir he rolls an even number, one 
of the U.S. player's subs is sunk and 
the value of the counter involved is re- 
duced accordingly. There are two ex- 
ceptions to the hit results. When at- 
tacking theAtago, only one hit maximum 
is allowed per turn. A cripple, if the 
U. S. player rolls an attack, is sunk 
automatically. 

The Japanese player gets one point 
for every two submarines sunk, so one 
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needs to keep a record of the strength 
of the sub groups. Besides, once a 
group is reduced to two submarines it 
is not allowed to search an area square 
and is not able to attack enemy ships. 
However, two or more under strength 
sub groups may function together as one 
counter in the same search area so long 
as they total at least three submarines. 
Send your comments, gripes, and 
bombs, and incidentally any questions 
on the submarine tacticeluse toRichard 
Gutenkunst, Box 204, Mott, North 
Dakota. 

Operations Oasis 

by Christopher Meagher 

PHASE 1, Capture of Bengasi : 
Leaving one 2-2-4 to garrison your 
home base, surround Bengasi by plac- 
ing your troops as follows: 

Zlst. Panzer Division to G-2 
Ariete Armoured Division to H-3 
3 Italian Z-3-4 infantry to 1-3 
1 Italian 2-2-4 & supply unit(3) to K-3 
It should be noted that using a short cut 
from W-9 to S-9 makes this possible. 

PHASE 2 . Capture of Tobruch ; 
It is now May 1941. Leave a 2-Z-4 to 
garrison Bengasi and the Rommel unit 
to help ferry supplies into and out of 
this fortress. Move 15th Panzer Divi- 
sion as fast as possible toward Ben- 
gasi. With remaining troops head for 
Tobruch. If Allies leave delaying forces 
in Cyrennica mountains eliminate them 
by combat or isolation depending on 
their strength. By June 1941 you should 
be approaching the Tobruch defenses. 
At best the allies should have two 4-4-7s 
and one 3-3-7 in Tobruch and one or two 
2-2-6s at sea for replacements. Sur- 
round Tobruch with 21st. and 15th. 
panzers and as much Italian units as 
available. Make sure no Allied units 
can either capture or cut off your sup- 
plies, At the very latest, Tobruch 
should fall by October 1941, 

PHASE 3 . Capture of Home Base : 
Using your November reinforcements to 
hold the line, attack any allies line at 
it's southern flank with your mobile 
panzer divisions. When this is no long- 
er possible due to the Quatre Depres- 
sion make repeated attacks along the 
Northern Coast to draw any reserves 
into the area. When this happens shift 
your strength southward. If all goes 
well the Germans should be celebrating 
the New Year in Alexandria. 

NOTES: 

a. This Plan is of a conservative 
nature and may seem slow moving to 
most wargamers. However, it was 
designed mainly for the purpose of se- 
curing supply lines for the Axis. With 
average luck on the supply and combat 
tables the German commander can keep 
up with the timetable described above. 



b. The German should avoid attack- 
ing with only pansier units at odds of 
less than 5 to 1. An exchange can 
really hurt. Also prevents the allied 
player from surrounding your forces 
without supplies when you are attacking 
Tobruch. 

c. Use the Rommel unit to help get 
supplies and reinforcements to the 
front faster. When Tobruch falls move 
home base and Bengasi garrisons up to 
the action, unless there are allied 
troops west of Tobruch. 

Address all comments to: Christo- 
pher Meagher, 46 Lehigh Ave., Ro- 
chester, New York 14619. 

Across the Sands 

by Bill Stone 

The Objective and Mission 

Seeing as Tobruch is the keystone of 
the British position, it is necessary for 
the Axis commander to take that city 
and deprive the Allies of their best de- 
fensive position. Thus, the objective 
of this plan is the capture of Tobruch. 
The mission is to force the Allies out 
of the defensive positions in the escarp- 
ments west of Tmimi and south-west of 
Bir Hacheim, 

The plan submitted here envisions 
the out-flanking of the Allies at the P- 28 
area and exerting pressure around 
Tmimi and south of the J-17 pass. 

The Plan 



With the prerequisites above kept in. 
mind, here is the Axis first move: 



Pavia -W-3 
Ariete - H-3 
Bologna - J- 3 
Savena - J- 3 
Rommel - S-15 



Trenta - S-15 
Brescia - S-15 
21/3 - T-24 
21/104 - M-15 
21/5 - M-15 



1st supply - S- 15 

While Pavia covers the home base, 
Ariete, Bologna, and Savena isolate the 
British 2/2SG in Bengasi; 21/3 moves 
south of the escarpment to stretch the 
Allied lines eastward: the remainder of 
the 21st division advances past Msus 
into a position from which it can: move 
north-east to Tmimi and along the 
coast road to Tobruch, go through the 
pass to Gijaii and thence to Tobruch, 
go through the pass toward Knights- 
bridge, or south-east to an escarpment 
square; Trenta and Brescia along with 
the supply unit and Rommel stop several 
squares south of Msus. As can easily 
be seen, the Allies are presented with 
adequate forces. 

Here is a typical Allied response: 
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Poles - sea 7/31 Mot - K-18 

7A/1 - sea 2/2SG - Bengasi 

7 A/2 - sea #1 sup - Tobruch 

#2 sup - J-62 

(A better move for the 2/2SG would 
be to attack Ariete at 1-5 hoping to get 
a retreat that would prolong its life- 
span. However, since no one has ever 
tried that move against me, I'm not 
using it here. ) 

For the Axis second turn, we will 
assume that the supply unit is sunk. 
Asteriks denote that the units got Rom- 
mel's bonus. Here are the positions: 



Pavia - W-3 
Ariete - C-14 
Bologna - G-2 
Savena - 1-2 



Trenta - M-15* 
Brescia - M-15* 
21/3 - R-29 
21/104 - P-22 



Rommel - M-15 21/5 - P-22 
1st supply - M-15* 

The Axis forces continue to try and 
stretch the Allied line a so that a weak 
link can be attacked or a wide flanking 
maneuver will make the Allied positions 
untenable. 

Here is the second Allied move; 



7A/2 - P-32 
7A/I - P-30 
41/5 - 0-26 
41/7 - 0-26 
41/11 - 0-26 
2/3 - N-23 



7/21 Mat - K-18 
Poles - K-18 
9A/20 - H-17 
22 Gd - G-18 
#1 sup - Tobruch 
#2 sup - J-62 



41/5 - sea 
41/7 - sea 
41/11 - sea 



22 Gd - G-18 
2/3 - H-16 
9A/Z0 - K-18 



2/2SG is eliminated 

Later Moves 

The Axis commander is now pre- 
sented with several different moves 
that can fairly well promise the capture 
of Tobruch. The 21/3 can continue 
flanking the Allies, toward Maddalena 
and Sidi'Qmar or help in an attack on 
the central portion of the British line. 
Attacks can be made on the western 
sector of the Allied line. At any rate, 
it is supposed that this is the last turn 
that the defensive line can be held. 

The Axis forces can then push to 
Tobruch and the escarpments around it. 
The 21/3 can push toward the Allied 
home base or support the assault on 
Tobruch. Savena and Bologna should 
be hurried east from Bengasi and the 
newly arrived 15th division should 
race across the hump of Cyrenica. 

address all comments and 

criticisms to Bill Stone, Box 547, 
Fredericksburg, Virginia 22401. 

Formula 1 for Fun 

by Sanford Pliskin and Kenneth Hoffman 

When was the last time you saw a 
Ford GT running at Monaco, one of the 
world's toughest Formula 1 courses? 
The real event at Monaco never has any 
of the cars AH used in Le Mans, We 
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have a set of Formula 1 specification 
cards (Appendix J f Category C, Group 
7, Formula I Cars] which you can run 
realistically on the Monte Carlo course, 
in your Le Mans set, (As a matter of 
fact, the real name of the course is 
Monaco where the Fl's race - Monte 
Carlo is the name of the world-famous 
rally. ) cars AH has are all 2-seater 
sports cars 1 , the cars here are reflec- 



Repco- Brabham: 



tions of pure racing machines - the 
one-seater four-wheels-exposed type. 
Below are the gear speeds and hard 
brakings for each of the seven cars. 
You may shift down 2 gears without 
hard braking; 3 gears with 1 HB; etc. 
All cars have 5 gears and Top Speed 
except for the BRM and Cooper-Maserati 
which have 6 and T. S. (Works team 
drivers are named. I 



7-I0-1Z-14-16-17 
7-11-12-13-15-18 
5-11-12-14-15-16 
6- L 1- 12-13-16-18 
6-10-12-13-15-17 
Cooper - Maserati : 7- 9-10-13-15-17-18 
BRM' 4- 9-1 1-12-14- 16-19 



Lotus-BRM: 
McLaren-Ford; 
Eagle 
Ferrari 



All of the 5- speed cars take corners 
in 2nd (chance; 3rd), The Cooper- 
Maserati takes hairpins in 2nd (chancer 
3rd); sharp corners in 3rd (chance: 4th). 
The BRM takes both in 3rd (chance: 4th), 
Over-revving is the same as in the 



8 HB 


Brabham, Hulme 


a HB 


Clark, Arundell 


8 HB 


McLaren, Amon 


8 HB 


Curney, Grant 


8 HB 


Bandini, Scarfiotti 


10 HB 


Ginther, Rindt 


9 HB 


Hill, Stewart 


dardized 


game, as is the chance 



table. 

For added realism, run qualifications 
races before the start: fastest time 
gets the pole at the start. Don't forget 
team strategy, either. 



Ultimate German Defense 

by Mike Clothier 

The following defense is neither im- 
pregnable, indomitable nor unconquer- 
able. It is, however, the best defensive 
stratagem that could possibly be devised. 
In the German defenses of the past no 
one even made an attempt to defend all 
invasion areas; evidently these people 
read A, H, *a basic german strategy and 
decided that some of the areas should 
be well protected and others should be 
less fortified such as Brittany and Bis- 
cay. It was not easy but after making 
hundreds of changes a defense was de- 
vised. South France was left unpro- 
tected because of the supply rule. Bas- 
ically the defense can be defined as a 
strong coastal defense (in all areas) 
backed up by a counter-attacking force" 
in case of a successful attack at a 
coastal position. This force is stronger 
in those areas which are closer to the 
precious Rhineland area. The two ex- 
tremities can be seen by observing 
Biscay which has almost no secondary 
force but is securely defended because 
of the limited number of attack squares 
and supply. The other extreme being 
the North Sea area where the coast is 
defended well and there is also a very 
strong Beachhead Repulsion Force 
(BRF). The German forces are not 
highly concentrated in any one area be- 
cause of allied air power. The BRF in 
each invasion area serves 2 purposes to 
repulse invasions, as you may have 
guessed, and as a protective screen 
against paratroop assistance to coastal 
attacks {this can be seen best in the 
Brittany area). If the Allied player as- 
saults either the Cherbourg or Brest 



areas where he can secure a beach then 
the neck areas of these invasion sites 
can be made into defensive strongholds. 
If he invades at Le Havre he has got to 
be mentally deranged; this position can 
easily be made totally invulnerable. If 
Dwight decides South France is your 
weakness merely move the center area 
replacement force to the Besancon-Di- 
jon line fall to the Besancon- Vesoul line 
and finally to the BeLfort-Epinal line. 

The Pas De Calias situation is much 
the same as the North Sea. The BRF 
in this area can virtually destroy any 
allied units lefton plain coastal squares, 
I am certain that this defense is not 
perfect to all people exactly as stated 
in this article but it should be the baBis 
for any D-Day defense. 

Initial Position; 



Static Inf. 


4-4-3 


3-3-3 


4-4-4 


LL44(2) 


U32 


116 


X40 


HH42 


P24 




T30 


FF41(2) 


N21 


5-5-4 


S28 


AA41(2) 


M22 


V39 


Q25 


X42 (2) 


K17 


S3 3 




V39 (2) 


J15 


C5 


0-1-4 


V38 (2) 




D5 


Z39 


V36 


3-4-3 


N6 


X37 


S35 


N24 




V34 


S33 (2) 


L17 


6-6-4 


OZ4 


S32 (2) 


JI6 


BB40 


M19 


R30 


116 


L20 


K18 


R29 


114 


N9 


K15 


Q27 (3) 


H14 




Gil 


N24 




7-7-4 




M23 (2) 


5-5-3 


V36 


3-3-4 


L20 {2) 


E12 


G13 


C4 


J17 (3) 


1-1-3 




M8 


116 


N24 




2-2-4 


Send all 


comments to 


Mike Clothier, 



6722 Glen Oaks Dr. , Baton Rouge, La. 
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AH Clubs 

by Raymond L. Piche 

In the September issue of the 
"GENERAL", there were 56 ads in 
which Clubs and/or Armies of Clubs 
were mentioned. There were also a 
couple of disputes. Some of the Clubs 
are large (national) while some are 
small (local). Disputes raged between 
control of states, to control of areas. 
Defeats of Armies are claimed, then 
denied. 

I define a CLUB as a group of war- 
gamers banned together tinder one name. 
I address this to clubs such as AGGRES- 
SOR, CASCP, CONTROL, DUSK, PRAE- 
TORIAN BATTLE GROUP, ROGUES, 
SPECTRE, THRUSH, UNCLE, USCAC, 
WARLORDS, and WORLD CONQUEST, 
INC. , etc. 

I propose a league of clubs, to com- 
pete on a state, regional, then national 
level. For a club to have representa- 
tion in a state, there must be at least 
5 memhers, in that state. 

Individuals who are not associated 
with a club, but desire to compete 
should contact a club, or contact simi- 
lar individuals in their state, and form 
a club (at least 5 members). It is pos- 
sible that individuals may not be able 
to contact wargamers in their own state, 
or a club. Those who find themselves 
in this situation but still want to com- 
pete, write to me, and I shall group all 
of you together, and Lhese members 
will represent the first state of their 
new group, alphabetically. 

I shall act as coordinator for this 
league, and shall settle all disputes 
passed on to me by the state command- 
ers competing with each QtheT. All 
CLUB COMMANDERS interested write 
to me, listing: 

1) Total membership (nationwide) 

2) Order of Battle (nationwide) 

3) Membership on the state level 

4) Gaines and side preferences that 
each state command will play 

Enclose a self-addressed, stamped 
envelope. 

Contests will begin as soon as pair- 
ings come in. Games selected will al- 
ways be on a reciprical basis, unless 
they can be arranged otherwise, by 
comparing the side preferences of each 
opposing club. The odd game will be 
determined by this comparison method. 
The Army that wins 51% of the games 
played will be paired with a similar 51% 
winner of that state, until a state cham- 
pion is determined. As soon as two 
state champions within a region have 
been determined, then these two will 
begin the regional eliminations, for 
that region, until there is a regional 
champion, Afterwards, regional cham- 
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pions will play-off in national elimina- 
tions. 

let REGION: Conn., R. I. , Ma.se., 

Vt. , N.H., Me. 

2nd REGION: N. Y. , Penna. , N. J. , 

Md., Del, 

3rd REGION: Wash., D.G., Va,, W. 

Va, , N. C Jt Ky., Tean. 

4th REGION: S. C Ga,, Fla., Ala. . 

Miss, 

5th REGION: Ohio, Ind., 111., Mich. , 

Iowa 

6th REGION: Mo. , Ark. , La., Tex. , 

Okla. 

7th REGION: Neb., Kan., S. D, , 

N. D. , Minn. , Wise. 

8th REGION: Mont., Wyo. , Col., 

N. M. , Aria., Utah, Nev. , Idaho 

9th REGION: Wash. , Ore, , Cal. 
10th RECION: All Overseas, Alaska, 

Hawaii and Canada 

When I see the volume, states within 
Regions may be changed slightly. I 
shall also select a CLUB COMMANDER 
to settle ray disputes, from the list of 
CLUB COMMANDERS competing, 

I shall also consider requests by 
CLUB COMMANDERS to have competi- 
tions involving all members of their 
CLUB on a national basis against all 
members of another CLUB. If CLUB 
COMMANDERS desire this additional 
set-up state the number and side pre- 
ferences your entire CLUB is capable 
of playing. Again, the winner of 51% 
of all games will be declared the win- 
ner. 

I sincerely hope that this proposal 
will be taken in good faith by all war- 
gamers involved, for what it represents, 
a league of CLUBS competing against 
each other, to determine the BEST 
CLUB . 

Address your desire to compete in 
one or both of the above proposals to 
Raymond L. Piche, 21 Chapin Place, 
Hartford, Conn. 06114. 



Russian Front -1941 

by Barry Jackson 

For some time now there has been 
at least one Stalingrad article in each 
issue of the General. Many of these 
have focused on such inequities as the 
various aspects of the present reinforce- 
ment rules. I am offering some in- 
teresting facts concerning the men and 
equipment of the Russian army. 

By communist theories their army 
was infallible. They were so offensive 
minded that they considered a forced 
retreat to be a limited and temporary 
measure taken in preparation for an of- 
fensive. They thought their political 
advisors tD be the one thing their mili- 
tary men couldn't do without if a clean 
victory was to be attained. 



In the early thirties Russia bought 
a number of Vickers-Arm-strong (Br) 
and Christie (Am) tanks and, with the 
only major changes being in armament, 
they started to put them into mass pro- 
duction as their T and BT series. By 

1940 Russia was beginning to produce 
two new types of tanks (about the world's 
best tanks). The T-34 had a 76.2mm 
gun, 30. 5 calibres long { Panzer IV tanks 
had a 75mm gun, 24 calibres long). The 
KV had a similarly sized gun but had 75 
mm thick armor, 30mm thicker than the 
T-34 and 25mm thicker than Germany's 
thickest. By the end of the first half of 

1941 Russia had about 650 KVsand near 
1,250 T-34s. On June 22 there were 
only 508 KVs and 967 T-34s in all the 
five Military Districts. At that same 
time Russia had a total of between 
21,000 and 24,000 tanks - about four 
times as many as the Germans had. 
Most of these were BT-5s, BT-7e, and 
T-26s (all fairly obsolete), but by June 
15 only 27% were in working order. 
Much of what was working was placed 
in support of infantry divisions. Be- 
cause of these and a few other things 
Russia lost about 17,000 in 1941 alone. 

Similarly, while the Russian air 
force was quite large, they only had 
about 2,030 new fighter planes (Mig-3s, 
Lagg-3s and Yak-Is), 458 Pe-2s (a new 
type of bomber) and 249 of the new 11-2 
stormoviks. Since these fast new air- 
planes needed longer runways, it so 
happened that in the summer of 1941 a 
whole network of new airfields was be- 
ing built in the frontier zones - thus 
concentrating Russia's aircraft on a 
very limited number of airfields. 

Many tank men had had only 1 1/2 
to 2 hours' experience in tank driving. 
In the Baltic Military District the pilots 
of the new aircraft had had only fifteen 
hours' flying experience by June 22; as 
little as four hours in the Kiev Military 
District. Compare this to the 150 hours 
required by the US air force. 

In May 1941 the Soviet Government 
began to take some precautions - al- 
though they still allowed German com- 
mando raids in fairly great numbers 
and they gave strict orders not to shoot 
down Any German reconnaissance planes 
over Soviet territory (of which there 
were 152 flights since January 1941). 
Their precautionary actions included 
moving troops nearer the front and the 
subsequent building of defensive pre- 
parations. But these defensive obsta- 
cles and ditches were unable to reach 
25% of the planned number. The troops 
moved closer to the frontier were neither 
fully mobilized nor at full strength and 
they lacked their necessary support ve- 
hicles - the railroads being on peace- 
time schedules. By June 22 the troops 
in the Special Baltic Military District 
were scattered to a depth of 190 miles 
from the frontier; 60 to 190 miles in 



the Western Military District: 250 to 
380 miles in the Kiev Military District. 
This sort of situation made for a five 
to one superiority for the Germans in 
many areas. 

Further facts can be found in my 
sources: 

Russia At War 1941-1945 by Alex- 
ander Werth. 

Armor: A History of Mechanized 
Forces by Richard M, Ogorkiewica. 

Please address any comments to the 
CinC of the ROGUES at 1706 Old Forge 
Rd. , Charlottesville, Va. 22901. 

Blitzkrieg 
Desert Operations 

by Steve Torkelson 

The past articles of Blitzkrieg in the 
General have neglected the desert front. 
Also, my first experience in Blitzkrieg 
also left the desert out of the militaries- 
tic operations. After about fifteen turns, 
Blitzkrieg is mostly Sitzkrieg until one 
player performs a decisive maneuver. 
One day I witnessed a desert maneuver 
and within seven turns, practically all 
of the enemy troops had retreated into 
his home country. Blue could form 
operations like this: (1) Puts 40 factors 
in Sea Zone B, (2) Geta slight build-up 
at city CC-15, (3) Invade beach near 
VV-25 (leave units behind to protect 
supply line), (4) After slight combat, 
capture WW- 32 (this puts you on the 
enemy's flank and dangerously close to 
his supply line thus forcing the enemy 
withdrawal of the River Zocchi area. 

Red's operations will exclude step 1 
and the build-up will be at VV-25. Red 
units should cross the desert and head 
toward the mountains. Other units 
should use the coast road and try to 
move on desert costal squares (these 
are beach squares and thus the supply 
requirement is not doubled for the units), 
There will be heavy combat but Red's 
superiority in numbers on the flank will 
force Blue to withdraw the N. Lawerance 
area. 

Don't ever be inferior in numbers 
unless the enemy is in retreat. If you 
find yourself inferior, retreat immedi- 
ately. If the enemy makes a successful 
offensive, your desert force will proba- 
bly be shot and the enemy will probably 
force you to withdraw (I've witnessed 
this also). So, if your tired with Sitz- 
krieg, start a desert front. 

I have located a fault in the Strategic 
Bombings of Cities rule, Amend it as 
follows: If 12 bomber factors attack a 
single city square, that city's supply 
capacity is reduced to zero for that 
semi- turn and for the next 7 consecutive 
semi-turns . In the original rules, Red 
gets the short snd of the stick because 
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the cities he bombs are destroyed for 
seven semi-turns while the cities Blue 
destroys are destroyed for eight semi- 
turns. 

A good way to keep track of the num- 
ber of units an the board is to keep a 
record of the "dead" units and subtract 
those factors from the total combat 
factors of your entire army. Also, if 
your battle manual is ragged from the 
constant looking at charts printed in 
them, buy a new battle manual and cut 
out the charts of the old manual and 
paste them on thin cardboard or thick 
paper. Comments; Steve Torkelson, 
619 Leo Drive, Santa Rosa, California. 

Conditions of Victory 

by Craig Clemens 

In reference to Mr, Mitchell's arti- 
cle on conditions of victory, I think that 
the reason for victory in these games is 
not that the side holding outdeserves to 
win, but that the side holding out would 
probably win if it held out the appropri- 
ate amount of time. 

I will start with Afrika Korps. The 
reason for a German loss at the time 
limit is that Operation Torch, the 
American name for their African inva- 
sion, would take place. 

Thus, the Germans had to send part 
of their army to hold off the Americans. 
This would weaken their front enough 
for the British to counterattack and 
push them back. 

In the Bulge the Germans actually 
could win, but only under certain condi- 
tions. In the actual battle, about four 
or five British divisions arrived on the 
31st of Dec. These divisions would be 
fairly ineffective if the Americans had 
lost say, half their forces. I think 
that if any argument ensues about the 
Bulge time limit, the- Germans should 
be given until Jan, 5 to win. At the 
same time (Dec. 31), the Americans 
should bring on three 4- 4s on square 
A- 26; six 4-4s on squares G through T 
on the North; and three more 4-4s on 
square A-36 or A-39. These units 
could be taken out of the American dead 
pile, and all must beinfantry. 

In Civil War (if anyone has it be sides 
me), it is likely that the British would 
have entered the war on the side of the 
South to help wipe out the U.S. (to their 
own ends, of course). 

In D-Day, the Germans would have 
won if they had held out for fifty weeks 
because they would have developed the 
atomic bomb. Hitler would have quick- 
ly bombed the you know what out of the 
Allies. 

In Guadalcanal a tie would be a win 
for the japs, since they still would have 
accomplished what they wanted (hold- 
ing Henderson Field of at least hitting 



it constantly with arty, to keep the 
Americans from using it for effective 
bomber use). 

In Midway the Americans should win 
in the case of a tie because they have at 
least hurt the Japs enough to stop their 
advance. 

In Stalingrad the Germans could still 
win it after the time limit. In the real 
campaign, all the Russian factors 
saved were turned into new units, in- 
stead of waiting for old units to be wiped 
out. So to be accurate, you would have 
to make enough units to use up the saved 
factors. These units would come on the 
board from the usual replacement cen- 
ters not in German hands. These units 
when wiped out would be replaced with 
the regular replacement rate. 

Note: AH of these units must be in- 
fantry, and none may be stronger than 
the original Russian units. 

Send comments and/or suggestions 
to: Craig Clemens, 18361 Donmetz St., 
Northridge, Calif. 91324. 



Between Covers 



"Air War Games" by Donald Feather- 
stone... just released for publication 
by The Hutchinson Publishing Group, 
London, England, is this magnificent 
compilation of battle games dealing with 
aircraft; a subject that receives con- 
siderably little attention among war- 
gamers. Featherstone's book may 
change all that as it embodies all prin- 
ciples of aerial warfare. Chapter head- 
ings include: Pre- 1914 -- the balloons 
and Early Aircraft; Model Aircraft in 
Land War Games; Fletcher Pratt- Naval 
and Air War Games Genius; Air War 
Games by Experts; Helicopters in War 
Games; A strategical/Tactical Air War 
Game Without Models, etc. This 
thorough book is available for 30s in 
the United Kingdom, only. Send your 
inquiries to the publisher at 178-20(1 Gt 
Portland St, London Wl, England. A 
great deal of research, study and edi- 
torial thought has gone into the publica- 
tion of this book. It's te*t matter with 
accompanying photos place it on our 
highly recommended reading list. 

Battle at Bastogne 

by Ted Harpham 

In my opinion "Battle of the Bulge" 
is one of Avalon Hill's best war games. 
The two reasons for this would be the 
battle results table and the realism the 
game is based on. 

Many other Bulge fanatics have 
written in telling about their allied 
strategy, Some ranged from saying 
"throw all your reinforcements into the 
Spa area", while another stated "set 
up fortresses all around the board". 



PAGE 12 

I have found my own strategy, that I 
believe to be superior, which centers 
around one major front, Bastogne. I 
have experimented with it for many 
hours and have found out that it works 
very well when used completely. 

First of all, try to set up a fortress 
at St. Vith on the first turn, but with a 
fairly good German commander this 
will not be possible. Also send part of 
the Ninth Armored to Bastogne so on 
the second turn you can set up a for- 
tress there. On the first turn a crust 
defense should be used by the allied 
commander. The units should be placed 
so as to stop any major German advance 
on roads. Unless your luck is really 
bad this should be easily done. 

Although many other writers have 
stated "fight to the last man in Cler- 
vaux", I believe that you should fight 
there but avoid losing more than one 
regiment, because all other regiments 
will be needed later on. Also on the 
second turn NN-16 should have a forti- 
fication built on it. 

All major reinforcements 3hould be 
sent to the Bastogne front with the ex- 
ception of a few reinforcements sent to 
the Vielsam, Houffailize and Spa fronts. 
The Malmedy-Spa front is easy to de- 
fend with a minimum of troops because 
of the rough terrain. Also an allied 
victory is more easily won by placing 
fortifications on LL-14and MM- ■13, 

Later on when the battle closes 
around Bastogne, fortifications should 
he built on the squares in front of Bas- 
togne. To prevent the encircling of 
Vielsam troops a fortress should be 
built on DD-24 with a fortification on 
the road junction behind it. 

When your reinforcements come in 
it is recommended to counterattack, at 
Martelange in the south and Spa in the 
north. The final objective in the south 
should be Clervaux and in the north St. 
Vith. 

I used this strategy against a friend. 
His armies smashed my front. Recover- 
ing from the initial shock I set up my 
crust defenses but Clervaux fell early 
and soon after St. Vith followed suit. 
By the Zlst, after he made many tacti- 
cal attacks, and with a lot of luck, he 
encircled Bastogne. Bastogne held and 
I soon had decimated his Spa, Vielsam 
and Neufchateau fronts. The contest 
was decided at 24 pm, after I had gained 
greatly in superiority over him and was 
starting to counterattack his Bastogne 
front. 

To summarize my plan, the allies 
should remember a few things; 

a) Defend all roads 

b) Never get surrounded 

c) Hold Bastogne to the end 

d) Counterattack 
Comments?-Ted Harpham, 307Row- 

land Park Blvd. , Wilmington, Delaware 
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Contest # 15 Winners 

Congratulations to the following 10 
"economists" who all predicted market 
values right on the button. Each winner 
receives a free Avalon Hill game of his 
choice. 

1, Wesley Malaspine, 8057 Thorn- 
ton Rd, , Stockton, Cal, 

Z. Barre Stadtner, 1171 W. Mon- 
terey, Stockton, Cal. 

3. Brian Libby, 16 William St., 
Portland, Maine. 

4. Ben Budde, 3832 Crestpark, Dal- 
las, Texas. 

5. Howard Jaeger, 82-17 77thAve., 
Glendale. N. Y. 

6. Steve Larson, 16140 Morrison 
St., Encino, Cal. 

7. Mike Soper, 1032 Court Ave., 
Highland Park, Illinois. 

8. Lucky Fisher. 905 S. Flower, 
Denver, Colorado. 

9. Alan B. Conrad, 651 W. Harding, 
Lombard, Illinois. 

10. James Pate, 909 Taft St., Sun 
Prairie, Wisconsin, 

Subscriber Discount... 

The Coupon shown below is for the bene- 
fit of the full-year subscriber. As soon 
as you have accumulated 4 such cou- 
pons, 1 each from this and succeeding 
issues, you are entitled to a $1.00 dis- 
count applied to the purchase of any 
Avalon Hill game. 

Here's how it works 

Each coupon is worth 25f. But one 
coupon alone does not entitle you to a 
25£ credit. You must accumulate 4 
different coupons before taking advant- 
age of the $1.00 credit. When you have 
accumulated 4 coupons, thee you clip 
them all together and send them in with 
your order for an Avalon Hill game. 
When ordering in this manner, you 
simply send us a check or money-order 
for $1. 00 lees than the usual retail value 
of the game. 

Coupons can be used towards the 
purchase of games, parts, play-by- 
mail equipment and the General. They 
are valid only when ordering direct 
from the Avalon Hill Company. Cou- 
pons are not redeemable at retail out- 
lets. 
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SAVE THIS COUPON 

GOOD TOWARD THE PURCHASE [_ 
OF ALL A.VALON HILL 
PRODUCTS 

NOV-DEC 1966 

111 I I I I I I L I I 1 I 



THE GENERAL 

OPPONENTS WANTED ADVERTISEMENT 

Please print or type your advertisement on the spaces provided below, maximum 
(including your name and address) 35 words per ad. 
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All ads are inserted as a free service to full-year subscribers. Only one ad per 
subscriber per issue is allowed. Ads will not be repeated from issue to issue, 
however, subscribers may re-submit the same ad, or new ads, for each succeeding 
issue. Ads received after the 15th of the month preceding publication will appear 
in the following issue. No ads will be accepted unless printed on this form. 



CONTEST NO. 16 



The month of December commem- 
orates the 22nd anniversary of the Battle 
of the Bulge, To this day, many his- 
torians are still re-fighting this most 
devastating campaign of World War II. 
You, as German commander, know that 
the 1SS Peiper Regiment is the only 
German Unit in the Malmedy sector at 
this moment Df your Battle of the Bulge 
game. You also know that the U.S. 
2/9 Regiment was last known to be 
somewhere in that same sector. Over- 
all battle strategy requires that the 
Peiper Unit engage this elusive U. S. 
Unit in combat. Thus, your job is to 
determine exactly where that combat 
will take place. 

On the BATTLE PLAN sheet, desig- 
nate the squares you think contain the 
U. S. and German Units. Their exact 
location will he determined by the clos- 
ing N. Y. Stock Exchange transactions 
of December 12, 1966 {consult morning 
paper of December 13. ) The last digit 
of the eales-in-hundreds column will 
be consulted: U.S. Steel for the loca- 
tion of U.S. 2/9 Unit; Goodyear for 
location of Peiper. MOTE: If Good- 
year's result fails to place Peiper 
adjacent to U.S. 2/9, we wiU consult 
the following stocks in this order until 
"combat" is achieved: Gerber. Getty, 
Giant PC, Gillette, Gimble, Glidden, 
Goodrich, Grace, Greyhound, Grillier, 
list of ) most active stacks. 

Entries must be postmarked no later 
than December 11, 1966. Print your 
name and address clearly and make 



sure you list the Avalon Hill game you 
wish as prize. Ten winners will be 
named. Entrants may submit copies 
or photostats - one to a subscriber, 
only. 

GOODYEAR, etal 
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Prize 



THE GENERAL 

World Series 



PAGE 14 



Special Offer 



The 1966 World Series has long since 
come and .gone. But far Balti mar cans. 
Oriole fans in particular, the sweet 
taste of victory lingers on and on. Dur- 
ing the past month, and for weeks after 
the series ended, Avalon Hill presented 
a special Baltimore Oriole souvenir 
edition of Baseball Strategy game to re- 
tailers and consumers in the Baltimore 
area, only. Because of a surprising 
demand for this edition from those Out- 
side of Baltimore, Avalon Hill is extend- 
ing this special offer to subscribers of 
The General. (What we really mean is, 
we gotta unload a hunch of games we 
got hung with when the series ended so 
quickly. ) 

Award- Winning Game 

Baseball Strategy is featured by its 
award-winning cover, showing Balti- 
more Memorial stadium in all its full- 
color pagaentry, that will in itself be a 
reminder forever of that unbelievable 
world series of 1966. No collector Df 
memmorabilia will want to be without 
this souvenir. 

In addition, the box is sealed by a 
special dedication overwrap that reads, 
"Baltimore Oriole (pix of bird) 1966 
World Series Memorial Stadium Sou- 
venir Edition" in glowing state colors, 
orange and black. Purchasers will also 
receive additional sheets of player count- 
ers made up of the player rosters of 
both the Dodgers and the Orioles. These 
player counters reflect the actual sea- 
sonal performance statistics of the 
players so that this unforgetable, re- 
cord-shattering world series can be 
replayed. . . with original cast. 

The Perfect Christmas Gift 

The entire game, plus special sou- 
venir overwrap, plus additional sheets 
of Dodger-Oriole player counters, is 
yours at no increase in price. Simply 
forward a check or money order for 
the regular $3.98 price. We'll pay all 
postage and handling, This special sou- 
venir game will make a beautiful gift, 
especially to someone who couldn't get 
to the world series in person. This 
game will be the next best thing; its pos- 
session always a reminder of the thought- 
fulness of the sender. 

Mark your order "WORLD SERIES 
EDITION" to insure that you get the 
extras. Quantity, of course, is limit- 
ed. Order today to: The Avalon Hill 
Company, 4517 Harford Road, Balti- 
more, Maryland 21214. Send only $3. 98. 



Where Avalon Hill Games Are Available 



The following names of dealers sup- 
plement lists found in previous issues. 
These lists represent dealers who have 
stocked Avalon Hill games recently- If 

CaUia'a Toy h. Hobb, Car. 



your favorite dealer has not yet been 
listed* drop us his name and address 
so that we may include him in the next 



Saon lalER Company 
71} H, ?!■! Avenue 
t*Q*ISi*. flrilSB! 

lay Hoot* 
44 5. Girtiald 
Alhamon,, Call/arm* 

Shot. Mm Corp, 

- ■ i ■ ■ E. ::■;■.■-.;. ■.-,!. 

Ahthcim. CalitorftE* 

BolCO Si 1*1 G i. mP-i::. 

i51 H. PtUrlU Avow** 

Lnm *:.:(,rlr> :!';. CtUJOTELM 

K»r>'i ra>ixib«ttm£ Co. 

dZM W*it tTth Stnwt 
Lai Aonelea, CslUcrnla 

Pirn lick L drfdoqi. Inc. 

P. O. Bme JL&d, ?• riainu .4 iu 

Lai AefBlnri. v ., .:•.!-.;. ffo] 

South D*y Whalsul* Cs, 

lllMj Ijl r.;oncg* XJou1e\ nd 

L» r\riKClf i, l.illfal/lLlf. 

.'Jtjuth'"-*!^ r n N<nreUy Crrf-ripany 
)30 South LO" AtijbIe* !ttre*t 
■Lot Angelas,, fxftiw *■■*«. 

■i[(Hi: , i Tftya 

Hii.' Raaida gaul-vard 

.<r .^,. :,-i ,'ii|. 



?'.'-, 3,1- i ■ :. '; ■■ . . 

SOI Sec«iJ Annu* 

■■int Dicj(o, California 

Dunham. C*rrlg»n |i HnytlffB 
Kanaiifa piniBiuii 4je*tB 

5tp ll»oCHt'J, California 

Oncer KJair-L Has Toy'* 

1J71 Mfoalnn 

■iii. FTancl4eo b California 

5t«iity Farty Sbff 
tl Ldltcihct-E pli»i 

Sajt Fl .ILL, «tV. Ol-.i'ornili 

fjwklarirl Tuy f^^ijipaji) 
Itfrou tfailBloy Drive 

:;«:■ l---t ■•>, ». cwlift#Mh $<s*o 

Buddy Brn*"! 1'iyi 
L£lhi Ventura BGilbel-lTd 
Sludi-i Ciiy. California 

Birdi^a Tot HW 

W limit CflUh. California 

miip HlB.li Gtmo h Taf CP, 
UN W. *li» J*VE-nUB 
fipniwr Colorado 



1500 W. C»rtU*4 Avbwjb 
Chituto. [Hindi 

Krocti'a h BrtDtiuH'* He, 

2% Saalh Wihuii Avflouo 
.-.■« ... .,,,.., NlixiuLi 

Marahall Ftejfi k Cnmpirry 

4111 w-n gaurga 5JT"f 
ChleaaD, tfltnol* 

BrilDird't bwHH*rr 

*.j Bun* Sircar 

Ctyiui LU« r ]iJintii« 6*014 

0"ve» 5*i«a Company, lac 
lili Payr* EIubL 
CvUPtOD, ] :.r.-.j|i 

F!.!c E '.r-jiii-icwlc bill., Ini. 
Iil4 W4Uk"Cln Roa* 
(Llanvl^ia, [illnola 

H«y'4 Toya 

HlD.tdl.le. lllmO^f 

Ci"«. Pm* &S«I i, C :-^r.-, I-.LU-. 

i.' . :. W. :■ ..■;.- Btiut 
i'Torii lj:::v.i!<- 

DrooltB, Tncer]isir*teci 

3 b Mijjl Sr«t 



issue. 

.i or ion M»tlh Lempioy 

■■!-.-«[--.ti, H.K.J. ii l< _ 



V*|t C*-OperativD Ct 
Fuii Silt! 



all - Vlh SlH'I 
wa«hbnj|ian 1, L-. C, 

P*.B ■.,.,.: l-d'iiii !il<-'- ■■!■!!■!!- Ili ■ 

1615 N. W. 3flth AveniiB 
UUml, riuridi H14Z 

22»2 Wit fl<j!<r IMM" 
M^mi, riorliU 

HobarlB«n I. K-:-bJ» «i j'jn, Inc. 
$1¥V - 4^tH Avfnue, N. 
M. P>t*r««ktr K , FiariU 



[fiJr.'ir:; DiaL. In;. . 

P. Oi B» U-i! i! 

Avonilile Ect«.l««, Cro*jif\* 

Tbu Tuii Shup 

■ilbrn'^un Wn""Uf fronp^ny 
'■;!, r "■-* , ■■ 'i,- 1 ' ■■..-]■: 

a^rwyn, riltno-i ■ 
Hon ■ Da 1 i 

ChUT^h L Randolph fitflBl* 
^■i'-iii'i.l'iilii'i IlLinoia 



Ibrwird focperBtivr RorinLf 

n*c Iffilrtrjinrtffi Aybhub 

C»rnbrld|.B H MiiakfliuaAILi 

1V,I, MiUn..!..,,^!!;, Av. 

c*frthTirfg.a ia, MuHf^dmni 

M.™n( Spartinj, Owd-. t»t. 

Low* U P,i?»(i 

ConCft^a, M*L*Mchu»att« 

Siltrtlir^h'* 

New fjedlurd. Mkr4&tbul«tt* 

r!. L, TJlLllla L Skill 

il r - a^te Sin; 

r - ■ ■■ r i hu r.v]ii -■!■■-, Ma**. 
The I'rfyniy Bnn» HR*p 
South HUli'y, Mm. 



f:inv,un Bikre k Toy f^er.lei 

Sit HE, V/tl]lam ftraar 
Ann A'har. MIcbLfe'U 



Mini 
3 010 
B«iir= 



> Photo S»rvtcB 
I lit Kk*M 



Hiiljhy Motlali. 
il r :» Wr«t Crvo 
CJiiri.o, lllinui 



K<nli C«ipaiuioxi 

Qary 4 IndiuiK 

Acs IXaUtoi CampcnV. lo-c . 
104& PTDipeet slnti 

lidl*rj*pijlif 3. 1rdi«na 

FJ V^rk'i Toy fc Hokbr 9iupl 
B^ift Ciirnlltiju AinsnuB 
|::d;>r,.p.:.|:i., Z0, pldlim 

iUf South Mishijitt Xtf**l 
>Ji'r. B*Bid 4 indiiM 

Falletfa t Soutliworth 

PuirJe* £,«oh i"vn<!*, B-ih &15 
Weal Lai'«T!:tl<. Indun. 471(1 *• 

CI<<li'CJ9|-ll|th'4. LIJL. 

lit- ID Seuth Topflkft 
l¥lLh,ita, Kinm e72Q2 



'.'.'■i.::iit„ !i: ■.!;■.- I.I.1-. . . Ur. -I-::* 

l', hI-.iIl. KaiiHi blads 

H«A(uc1:r Mod*] Shop, Inc. 
i.'iiih Wilr,,,r. a ;ar. Avanua 
LraiiavitlB. Kantvrky 

T<(» Ro<*n,B! Toy Coinpai*y 
i lii i»ir< Avcfiue 
Louiaylllj, KBTitucky 

E oy "i'auin, [he: . 
L7DU ALJ-ltft* 
V»HlfL», L*>i|*i"ii* 

Shdlhfebi Bto*. 

WZ Caucl 

N*w Or'I.B#n,(i. Loithiliu 



1\ CfrnLjal Stracjl 
Banker, Maine fl«*fH 

Se>«( aoalt C*nt»r 
£11 |f*4n srr«t 

AnMp«)Jt, H*ryl«»nJ 

Hu-'Jr, J . ', 1>>.ii^l.:, Sl-tal* 

U.-.::nv.,-.r-. Maiylud 

HJuLzlBj-'a TlrDB. 

n^ltlmDia, Mar T laj:d 11 Ml 

Billimsrt, MJi;lir,<l 

PflD'B LUiCJUJH 

^30 K, Ba]v»4*»a Avtpiijft 

li-,i^r,-.-:: ■-. ,V. ■ i-, . .t -■' 

Laah Dirt, Incx 
IHTM Tn-rVir Sir--* 
■UflLnLIJ*. MJryliib-i 

A .i-,:n ,;,■■.■!, S»J«» Cv. 
till I"-!- .■ H\ii,i»hir(. Av#. 
1'akami Pp-bK, Maryland 

ro.= Plft/«Ulja: 

JjbJ BiMdwav 

Arliajilun, UiiiilIiukUi 

tlDinn 1 a Tnylinri 1 
fiBflflTiJ ShQJiplEtj telslar 
B*dr*>rd, Mltaaefljuatlla 



JS £o|tJ 3r**t 
HiEtrviii*, Nioi York 



O. P.. O. Bn 



b G MiijlMl]! , tin:. 

*1, Midin*Ji 



Ifalioy H.ili 

H6 ITi Bjii^ii AvanUai 

L-r..,n^. vi-: h ij|j,,- 

Toy ritr 

tairvi, Minnvkoti ^&iio 

Heilbchvr Bvtih.. [nc, 

Td.OO u/aytala Tlanjlcwuni 
v , niii<:.-.|.iu!ii: W :■ J'.l.i 

9t . ?*.■! BO ■>* h S*i.ry , C-J, 

«Lh 4 C-dar 

9. P>«1. Ml»T»*4a Midi 

HfooltaldiB Tnj J, Hobby, Inc. 
HP rfaM 61 s« 
KaJkiat City, hinaouri. 

*v Hot>W. t"Bi 

llUU Triunic Ha«a 
EtUKM City. Mmc:-. 

WHl>»t>lsl H4^»T-horn« ^alEfgr 

AdfPlir, IfVl .i t. jj-sl-.iT* 

PdM 1 ! B««h Stor*. [at, 

ITi*" Or..; i* N':- Jich^ ■: : T C 1 1 - 

?<jm[ Bitk Nook 

^cIIbb.* Tnwn Mall 

■-.I in«;...|i.. \..: V '--■■.- 

Polk'j 

jBF*py Clfy, M"« J«TB*¥ 

F4U 1 J* i nil Diehitnftpn UiKv. 
Jcl Mad,iion Avurnt 
Midi* on, Won Jor**y 

Uo-orc atCHD Eio-akihap 
Maor«|icvrp M*11 
Mo-EMCitcWn, New JtcKh 

Diane, hlui-aa nujpur»LLun 
7H41 Tuubolli V<nu' 
HdeH) EiBTiB... N r J. 07047 



ttldJU- City fit 
42 Rain* 17 

Pintnut, >I»-j' ;t rmwr 
i;-.-. Fiu)[il(n TJb.LV, 3ora 
PrincalciB,. ffo* Jo f icy OflSlQ 

HU V. B*». ii Co. 

611 DbIki Di.wc 
WbbIvU!*. ;g*w Jtrmy 

BnnaiCaJrtTfl 4i Urra 
4? tijf'-ic SlfipplBg l~i»l<* 
l^a; Cnr«a r Nil* hCndkO 

ICIJJ MKlliesAmH 
rtlt.iuiv, Iff* Ydth 



P. £>. Pin Ua 
MarylfcurPt. 'Tt-^.-.- fT03r> 

7J9w & •>■■>* :J'"l#i" 
SUJ:uBb*n Soujt* Building 
ATdciarP, KdTiiH. lyco] 



&=*-,'• Bk., P,td> L Cuncn i"ip, nccdcT'* Etat-tonory 



t, J r Kof»*Ue »^5 
ft«k* w a r Tnpk-. , P#™ 
Uwno», Na«t Tcrt 

Kit - 5lh AvI. 



F. A* O. Scbwirs 
7-45 FLEtb Av<u»u.« 
Ha* York, Na<a Talk 



i*«tMi zt-Qpt*** Lily. Jac 

505. ElgAUL Awenu" 

IM* fgffc. N*-* Tft** ItltilS 

K, J, K«*y*M», JtK* »*J 
131 B«*ic-n Pait Rd. 
pQrt Cho-*et h K«w Y<.rk 

ScraiitQi.i Bk. k SUlicirtry O 
IM f-. M»lnStrh»l 

Rorhrnlsr. TVbw York 



Hobby Cr*J( S-pply 
tip W. DemiBie 4irp#i 
HOW*. Wiw YqiIl 

TKe CsS'tict DnaVihup 
RoutE 2.1 A 
SatKUAtit. M*w Ytirk- 

R, J, Kf>tT*tte, tWi fAB 
fiT^S Rlr'hmoin'i Avantir 

5t«P-a IilarnJ, Maw Tnrt 

belle K, d UraanBl 3*1* • 
4TJ* SooUj f-fHSklin Scm-i 

fyraeui*, :-*■..■ YorK 

iV««W« PBHlh '_*r.lar 
113 Mirihijl ?CCCt 

fl.yfBtu.a-J, H>w Ycffc 13210 

;■'■ ; :■■'■■ '■!', tnc. 

4*0<1 E. EnrWiprnricin-n f0ad . 

CFlPrlWie, Nn.n-h CarnHiui 

Wlil'i Bit. |i S.T, Cettipiny 
111 Strut* Elm Ml*« 
nv**n.lbai-o, North Gt-toliaa. 

r.'.-!!' Tylar Company 
Rocky Mowrt. Kd Carolins 

rji*iii*tk.S*i-on'i Company 
5*1 W«ft 4tL 5cieet 
WinttoiK-SiJBidi, N. CtJ-oliB* 



^lann Pork a, N. n i-.T-i 



Orr'a ni Bethlehem, In, 
VE I. QsthlBham, t-, , = = _ . i- ,-■., . 

HcftA* n.pt. 3luro 
610-14 P,rarfa J;iui 

Ci-tf. P« oinylva.nl a 

Ernie '-^r. /.uriJ/.v 
lk»J CkBBtnu-t Straai 

PhtUdtlphla., prniiBV'Jvfcjiii 

JJ^ PhHll 

US-jOl K. AllOjhany Ay«niM 

PliLUdiilidiid, T*<r iin nf J'.,u,j_ 

A. Pnjinutk J,, .^uata 
1012 i-rii.irn.ii Aiau 
PhLia.dalpb.ia, pannaylviTvL* 

Ha.rri»t»iL 3, rUyi 

bif>*-0B t«Bnpylv»"-i* Aviiiiie 

JJ|CT*huifib 6, |J*lln«ylV»nia 

J0»aph HiTne CflTFipany 
SOI Pami Av4auB 

Pitlibur^h, PoQD»ylytDi« 

KaufinaiLD'l 

400 Fi/tt ALtUkit 

Plttttlldfjfll, PQUuJl, ]j£19 

J. £pr>tane i Company 

I IH- '■I'h Ainniie 
pltlflhiii.rB;h r p«nnBylvani« 

L-k*iT!nh»im Be ok shup 

p*p«rbkc:h Bbp 

C-anrbTDBh M*ll 

Wyntbte, p4rui*ylvauiLia, \ l } r } c i\ 

NlVy B-EBblEIBa 

N>WB4T1, KJiodB lalnnd 

E?ikiA« i.oiIbjp Bcokilcirf 
Dh* Wirt, South Cacolma 

Array L .^Lr Fv^ea Cxch. Sarv, 

Fall )HM9a Eschinjie 

rnrt JickBon, jouih ^roJiiaa 



Avi Cupcc 

?ut Markar Smu 

GiaVtl, 0*UO 

HB^natnUh company 
sflps Barrow 
Ckncidnnti. Ohin 

Burr:iw! Broa. Cuiardian Co 
dl? Eucliil Avvuuf 
ClBvctabJ 14. QLiL. 

G*i1^ 5|J((.|i]nBT^ Cnmpany 
t$|bl P fl .l Eftth 3lr«-L 
ClewUn^, Oh!-.' 

jr^rcr.)!*irn.ar Cormpacy 
ivj E, FlanL StI*a L 
L ..jLl-.ch I.-...!,* , Db4o 

Bn Top Toy Sb-cip 
ZJ0Q Tar Hill* Ayflnii" 
□art«D I'H, Ohio 



l'-la .'itiLiLii r>lrr 



B«llpr}rt, L.J., Haw Y«T-. LITI'J tt*«V, Oln 



At.ciiiii.:i- i Str*>a#a 

IS Gallatkii Plac« 
BTBrthn, Now York 

7117 F.jad 14 5Lrrrt 

33Tcr*lyn r Wa» y^rk 

Ulb'iGV* 

■Ufa Main Etfael 

3*.-!i"J-i ■■. f-t- Vnlh 

Lf>vr.*'.s-r*r Ba«kilar* 



p-kFrca-'i Spr>n fjKip 
1 12 1***1 uWTly Sfreat 
Weo.arer, Chlo 

AaclnJ'4 Book 5toE* 
JLJI Waal Ma|E.M»at 
Oklahoma City, OhJa. 7JVU£ 

".':: .J 'i-|-J..: ' -i-.i.'-." 

LSE2 ULiL. Squaii 
Tula*, Oklahuma T4U4 



SiiiiCh'j Tiay Mart 

2 M EL LeLi.r..,i. r-;—J 

PhliUpa d.lrlhnto^. 
I"US - ath Avtnm, So, 
NjiiiviJlt r Tcnoaif«e 

'i'cy'a fa. rJovollioa 

1*> W, San AaloBle- Auentia 

£1 P**ft L ToaAl 

Zcn-k K*rdvrar« C-uaipany 
117 Sau FnDtiHQ Avauuc 
El Pain, Twaa 

rolny+a 

P. D. B«»M'bt 

Houaion, Tejtai 

; i.-j tji, .. | Supply f. jdic !■■-)- 
I 1 MoFth ■ .- 1-i.r,:- 
Knlll«n, T*Xlt 

X,iv3iRiHN-H.o*+ CsmpiHT 

JiOn Eaflt Kouaton Ltre^t 

5*n Antonio, T>Kaii 

Outlity , i.-l.:-.. k BW., Int 
li^a A^aalvilu AwiBtiut 
NuT^lk, Yiiiiula 



am Weal Cntirmhla 
P»ar;n r W*ah<nH.tnn flJIQl 

HlPvay >,fl|B tDMpaiiv 
14J4 Ntlaaii Biaat 

Jteoton, Vyaabinj^on 

The flan Jrfs rthe 
Ird k Pi»B 

SCBLIHC, WAll.lbflA.1 

Unique M«rr^Ti«!li» Crtirpary 

IIS*j S. AlbroPiic" 
•■■at*, Wipblngt^n 

7h» H4tby gpat SK«p 
6-iJ riurtfl Avenue 

Hantip.jtn^ V/eat Vlr§ijDif> 

Mario J. Tt.um.il 
WuejelUiH, tttat Vlr^laJa 



Lrt*f.'i Ckniput Borak »Iart 

1131 W. ImwT Av-flua 

:.fi,-,-.-il:r-.-. U/ibf, :-!.il. 
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In the True Spirit 

of Christmas Giving 

...we are making this special 
Christmas Discount offer to subscrib- 
ers of The General . For any purchase 
of games and/or parts totaling $7. 00 
or more, your November-December 
Discount Coupon will be worth $1.00, 
instead of 25 r . You only have to send 
us this one coupon, not four of them. 
Of course, you may combine your 
Nov. -Dec. coupon with any others to 
increase the amount of overall discount. 
Please note that the Nov. -Dsc. coupon 
is worth $1. 00 only on purchases total- 
ing $7. 00 or more. To insure proper 
handling, mark your order "Christmas 
Bonus Offer. " 

Peace thru Understanding 

by Mike Kidwell 

Over the past years more and more 
game clubs have come into being. Un- 
doubtedly the next few years will show- 
er us with many new ones. 

These clubs arc, for the most part, 
independent. In this case independence 
breeds hatred, fear, and various prob- 
lems of policy. There are also as you 
all know many arguments between in- 
dividuals and clubs which need an ar- 
bitrator, I have a solution to many, 
(not all, but many) of the problems 
facing the present day wargamer. 

I propose an organization very simi- 
lar to the "U.N,"., This organization 
would not be a club. It would not play 
games or be out to win tournaments or 
conquer the world. It would, rather 
stand for peaceful co-existence. 

I have a plan that can accomplish 
these and other goals. It is a very 
simple plan. It calls for every wargame 
club in the United States to appoint or 
elect one member to represent that club 
and to see that their club has a voice 
in the affairs of this organization, I 
propose that the entire group (one mem- 
ber from every club and two indepen- 
dent members) be composed of the fol- 
lowing: 

1. A General Assembly - this is 
every member and the President. Most 
policy decisions and general decisions 
will be made here. 

2. A Security Counsel - composed 
of ten members, (elected by majority 
vote), one independent member, (ap- 
poinred by the President), and the 
President himself. Complaints regis- 
tered against any member Club will be 
evaluated here. Also the Security 
Council will recommend policy deci- 
sions to the General Assembly. This 
Council has another primary function. 



it is the judge in disputes between in- 
dividuals or member clubs. All deci- 
sions will be final and binding. 

There will also be the following com- 
mittees: 

A. The Game Committee - It is 
composed of five able wargame rs. The 
purpose of this committee is to answer 
any and all questions pertaining to the 
play of A. H, games. This will be a 
free service to members and non-mem- 
bers alike. The members of this com- 
mittee are appointed by the President. 

B. The Policy Committee - The five 
men of this committee are also appoint- 
ed by the President. Their purpose is 
to decide all policy matters concerning 
various clubs. They have the task of 
drawing up a charter under which this 
"U.N," can work after it gets going. 

The President may also appoint any 
other committees he feels are needed. 
The two above are, however the only 
permanent ones. You may think I am 
only forming this because I want glory 
as the President. I am, however, not 
the President but the co-ordinator of 
this organisation. As soon as it can 
stand on its awn two feet I will relin- 
quish my position and elections will be 
held for President. 

The Presidents' term is one year, 
as are the terms of the members of 
committees. After a new President 
has been elected he may keep the old 
committees and the Security Council 
or they may be re -organized. 

As to the terms of the members of 
the General Assembly, the individual 
Club decides on this. 

Elections will be held as soon as is 
possible. A list of all members will 
be sent to all members and they will 



THE GENERAL 

elect the President and ten members of 
the Security Council. 

Since it would be impractical for all 
members to come together to meet, 
business will be handled by mail with 
the President acting as the co-ordinator. 

Because we all know how valuable 
peace is and what a valuable job this 
organization would do, I do not feel 
that $r*. 00 membership fee is too much 
to ask. This money will go for the pur- 
chase of office materials used by the 
President and the committees. 

This plan is not a silly dream! It is 
a reality! Many clubs have already 
been contacted for membership in this 
organization. Those of you who haven't, 
please contact me, for I feel no one 
should be left out of this undertaking. 

If peace is to be had and understand- 
ing to be reached we must have this as- 
sembly. It is vital to the future of clubs 
and wargaming itself. Once more I 
urge you - contact me if you have not 
already been contacted. You and your 
club ntay regret it if you are not repre- 
sented. 

Questions, comments, replies, and/ 
or applications for membership to: 
Mike Kidwell, 4426 Lealand La., Nash- 
ville, Tennessee 37204. 

Players Go-Go with "Go" 

Go originated more than 4000 years 
ago in China, and was introduced into 
Japan about 1200 years ago, where it 
has become the national game of that 
country. This is a game of complex 

strategy, equal to if not superior to 
chess. For those interested, additional 
information can be obtained by writing 
to the American Go Association, 145 
West 57th Street, New York 1°, 




Dear Sirs: 

Could you please send the General 
on time? .... Douglas Beyerlein, Seattle, 
Washington. 

AH Comment: What, and spoil a per- 
fect record! 



Dear Sir: 

I just found an AH goldmine - U-Boat. 
I was finally coaxed into playing it, 
after it had collected dust on my shelf 
for four years. In Z weeks we played 
30+ games. 1 on 1 and multi ship games. 
The U-Boat has a dascisive edge but 
this can be eliminated if a 2 on 1 game 
is played (2 De vs. 1 UB)! Double and 
triple thinks concerning placement of 
running torpedoes and depth charge 
attacks is commonplace. Besides all 
these rich abundances of AH goodies; 
best of all it only takes about 1/2 hour 



to play! Robert Stephenson, 119 Juniper 
Road, Belmont, Mass. 02178. 

Dear Mr. Johnson (Sales Manager): 

I have never dealt with any organiza- 
tion such as yours. It is rare when you 
do anything right. Mr. Johnson, if 
this is the way you run a department, 
be very happy that you are working for 
Avalon Hill and not for me. You 
wouldn't last long in my organization, 
I will await your explanation concern- 
ing your continual mistakes. •■ Alan E. 
Mandell, Columbus, Ohio 

AH COMMENT: Very shortsighted on 
your part, Mr. Mandell. No one ia 
perfect. However, we apologize for 
all of Mr. Johnson's mistakes to you, 
and to other subscribers whose orders 
President Smith's nephew consistently 
botches. 



OPPONENTS WANTED 

Snuttiweiterners I After iipr.n!r^ Tfl^l 
5flj Aggressor l]arn#Und Army mnvti 
west: AU KM and Ariiuni wirgAm<rB h 
reply. Our elite, undefeated and in. 
vincible Army will triumph over nil ad- 
versity. Contact C. R, Andrrton. 2412 
Srahaarr4. Midland, Teina 7^70l_ 
The 4th &£ embark.* upnn (lie rr>t>et gi ■ 
gentle tafupfllgn i«**p g iii, I i., t «.k,-.tD T y 

A^grcSsOr'a Homeland is E o rdoom c d . 
In playing Into in* van (brast« r the 

r^rllfii (Irppri nf lifnlhrr Cnnm-rlirnl 

lyjCt it has staled into fate. Any corn - 
Fb*~t yi"en |o A jj; ({ r ■*»<.' r Vnll br r eg ■■ r^- 
ed A dir*Ct threat. Paul Bdkulslri., 4 
Waddel ftoad, Martchejiig*. Conn. 

Rehire Wjl »>! infltoni- ri 1 * h ! A CJJUp 

d'etat has bec-noerformed in your great 
»t-le. Kampfgruppe Nordland of War- 
lords. Inn. I,:., joined the rinks, of Ag- 
gressor Homeland, The-re-ICTe Ihe, I Ith 
Army of Ajmreaaor Iws 1""" born- Wo 
wish iitJ we-rgame r t in Washington. 
British Columbia, and Alaska to Jain 
ii». Wm io.j.C #tnp th- Dusk-Warl^rda, 
Inc. »ecrei alliance from conquering 
the world. Join, no™ I II CvaLaci: Brig. 
Gen*. Larrn Wdtntck or Douglas Beyer* 
lain, 1?M S, W n Southern, £satils. Wash- 
ington qui i» 

Diplomacy! Massachusetts S^uth !-;horf 

fJ.e-ajjd.eirt* nv-r 51 under 40 interested 
ifl monthly or more often Friday nile 
Diplomacy session contact Dick Bry"i, 
45 Willow St., PxturVtrin, fu(aji*. JUU12V 
A n*« dub "Der Kampf B rijppc" wiohea 
to challenge- ijidltrSdwali m the Louis- 
viUe H I-.-/, ■ii-.-.l in lam to in--, combat 
Tf you wish to join, or play contact Suva 
fleck, 5312 ESunpftMd firl. , Limls-dTle. 
Ky^ ^08T), 

Wish In. >ell iliyhtH uaej fi-D^-V 1*1 

•.nd/or PDM net. Am willing to adve 
3,3 1/3% discount. Will Ball to fir« 
or highrat offer. If Ini *re«*jd, tunMcl 
Ed„ Robert Becktel, 120 N. Edgawood. 

LjfcjFange, I 11 - bObl^. 

Hp* olten in it that a warganiing dub 
can claim JuperSority Over all opposi 
tion At thi. .nL.TT, r «r L fe N*^ England, 
the -4th SS I'lneer Army :■* doing just 
lhi»- &3 you oppose ui'> Ray Cla.TK t 
iQb Clem ent Rd. , E. Hartford H, Cunu 
At/Old the drift - Join Lhi.ik - Men Etom. 
OhLQ »nd Mich. F h*p* ti your chin.:* 
to BACU1 itl the heit army Ik t-t* worlrl' 
PrOBUltofej Honor, UJOry ^ Dusk' Coii- 
laii- Mijor D-vid; Cr4bbe, iTiO Wayne 

Htlliard. OFno lf.Q£b 

Dn ynu conyirler yGg.t(-lf a. (Ir« ritt 
person,? Thth why not join ■ First-iitt 
orEiniutiDQ, Joie. th« UnKCCJ E&MH 
("QcsLiiitiitil A.tmy p awmM J Write: 
Major Gen*Tii J«h.n Costti. iii Teftni. 

Aug., NnrEh H1U«. Pa, 19Q3B. 

rrnpare c ft .^rik* 1 Join Duik« the moat 
orjji,nLa«:di w»r machine in --xi ncfii-.-, 

b* quick *nii paiivJ«EB «h9uld anyone it 
L-j-npt to cwfiwt.. WtHw Larry Cdihib, 
ft7Dt 3. Troy. Evergreen Pit. T ll/or 

HDQ, , 3Ja, 

Anyone wi s-hj ng ta aril a CIi^ih'"'! Iijr i> 
vlll-i an.d>or Getiyitiurji hen, pleaac 
ffinUcI me. I'llplay AK H D^t>ay r Tatdci 
II, Cettyfibui-g Bi 4. Birrr.arck, StalingrBrd 
ar BulR* fa-C*-K»-fl,C-i. Craig Glamei-lB, 
HJ3bl Danineta St., Mdi th r it) K F, CaJli. 

i»^l?i. 

Will Trad-- 19M APBA B.«spbi*l] C*me 
iwith 19M Handbook Iwr y fl «ai>le AH 
C-m«i and/op Copies ff Tlie Ge'HeraJ. 
Retail vaJuc i» over j 1 2 . DO 5-.IL.J ba- 
fHjrmalir.in tie TcmCr**ro(l, 1 50fl Dondee 

nna.i Mtauaw^ fftri. gyrtf- 

Wtidnn yon 1 rr a Bl^sk Knight, i Knight 
Err-int. or a Knight Rampi.n[, Th- fm 
oire of Avalon will keep ymi fighting 
rew«tV«r, S*« Tor y^urtelf t WTltt, Th* 
Cn~Ui««ry, 423 Uinur, rtro*** Puihtr 

Farmi, MlChlgln 4HJ3ti. 

Wanted nfjp^mt, r,.r fiulge fj f l .["tike 
Germins), flit'ii (eithefl. Airitia Korpi 
(*tth,'-«rji Sta-li"S>-Arl {rither>, Getlyiburg 

Sb [nort-jJ t Wa|«rl&o ftithor|. Tattit* 
IF Oil her). 0- Cay jorifllnil foiee Ger- 
T.ftnil. nuadaicajial (irlir Abnul Hdelt). 
Send raiiv-i, rule*, OCp, to Stephen 
Crowley, 6 WrylimiHill- BJ., Wt.yl.tnd, 

>--Uie", IJUTti. 

TIj-! T>. ■ -• !■ Tn^Lhinp is rolling ap;»'iii! "wl 
arc preparing to ^rii»L all nhttJ*tt*a 
from the fni|if*(»d tool faclofy W/ilh 
their tJitkin^. heel i. Arte ut ion Nrw Y'n-|c 
and V-rmani, jt> m the Ti j«r llyjftt h Wtiie 
- J. IVTIi-aiFiii, fl,"il p*. Ave, , aafiftpr. 

Pa, 

W.inled Red 'Bliia" opunn->fitH. All 
rules except Nukea and Wi-^-r Al^i 
Gaityabufg and 'lactico oppuncnte. I 
would like hi Ji-dn a P&M Summu Cam* 
*ritfl: Siran iKmohuc F S OiO 5<cddinrt. 

Walilnrf, Mri. £0601, 

Attention Tho»« in ihr Lung Bear:h- 
HuntinHton ^^ea v>iah44g TO pUy a con<- 



OPP0NENT5 WANTED 

grnoral in any AH H »rnr (-■ 



phone -lit- I t l J 1 Or write AlbL-rt tilobilt. 
L 1 Q 1 "zi.-al Way, Apt. 4. 5»t Ssaeti, 
CaliT 9DT+0. P..S. PB.M_A. K.alaa. 

MichiSAn Wargam^fs: 1 he (..mm) Kipidn 
B,*n a Lb planning anotliEr Kriegipipli. 
U icitereatedp pleiae r-anjaiel flrbAn Lie 
Vrl#i, ZQQ Hubball gtreel, HaugMOn. 
Michigjln 4'J ( )3fc_ AU RogjlAr flaniei 
(and Athcralwill bctcalnr^d AU Mirh.1- 



£ + n_l 



nvfted. 



Knti-r the KustidMBjU RMiflg* ir.fi imramr 
otje <Sf the Cop ten players laj the ft4tion, 

AH |VJ*jfrr» l.^g.r r>l.mlly. '.Of --Uiry 

fee. Send game liat. Far miotm*tion 
writ*: D, EV4HJ. J40S WeilCh«attr 

A--.. , D^:.-,-,ii^|.H. C» I :fn, ,,:.>. 

Ucllwariansl The I on rth re Lch ib start- 
ing its take river of L>. I ■•■■i ' r .■ V.' q pity 
Slalingiad. Afrika Korp.-L, and filili by 
mail. We are RuoBi^ne, AUier.. filue. 
FWtt. field. »4. r iST »g*imil P*rk 
ElvJ,, ffUfalp-ijWj Del awar e llBOS. 
Opponent* wanted in (h* North and 
Central J#cMy arra lot Fare to fair 
wargarnec. 1 will travel- I will play 
AtC pom. Stewart G r o *. tttiB-». 1144 
Acadctny Terrace, Lindcrtn W.J. Q7Q3o. 
Attenrirjn (o dll Talkein H,ideT H l AH 
iint created in joining a dull liased oh 
Talkeln's Teiloflv. Th* Lotd Of the 
Rings writ* to Qaudalf 6417 Cherry 
Lana. Aftnandale, Virguna ^003. 



(or ph m 

glrr.«>. t have more- than 1 rrril now 
CisHpeeitety Wanted! Word Power. L 

alii p4 y Any piitf uicbin rH^'jp. Cvn- 

taet Ncale GUiOn. 7 Ifactley Rd. . Ar- 

m.mk, Vew Vork 10.50-t. 

Willaiicspt one ph.ni uprjunprii JiirStalin^ 

grid |ust to k*ep in practice. Previouo 

opponent* pi ea M don't aniuicr. I will 

restart g«ming; on a. large aca.lt later 
on- Contact Donald Qr**nw:od, ] in 
Waire-n. Sirefi., S*yr^, P- . I8B4H. 
Opponents WtAtcjq tor lac*;-to-iacc pJ^y. 
Any AH W4riiJiTie. other iVP* "*argame 
Or any form of clieaa (.5lictg preferied] 
Will cooparai* on. Rime design. Gary 
0yB**i L*ke Geneva, Wl«., Ph«n*: 

J4o-46p3 {Up Center Street) 

] challenge anvern; who doesn't wane 
Alfred E. HiigmiW, prenident, (u a 
game flive-pbm) of D-0jtty« 5talinrr»<ii 
Dulga, oc Cheps. Either Side" Specify 
Rules 1 Mire Herbert, 334 Hilda 3t 
Anahetrn, C^llfarnla 5;o06: Phone 

7?fc. | >Bfi? 

Need a few extra yd^tijM** ? I phu, p. 
Day find A-K and usually l*^^c. Alanj 
B-Krieg: face-ta-facB. W r i fe a, cdl] 
Uike H<itley p lift Ma^faiT Place, 
OhtcAgo, Hi*, j Illinois- 604 J I . Phone: 

SK-4.6'A,r 

1- Ihr rr. anyone oat in California willing 
to fltfht apjainn oppiifrsulv* c-ddi? Any- 

nnr wKh thar kind uf wrvr (.r Lhf nrrvr 
to Eight U0' J LonLicLi Hill rjagglfl, 
?bZ7 Maryknoll A«c, Vi'l^Hin, Calif, 

gOfigjj; Army of California, 

Opponent* wanted ^or StaJinRfAd, B]Hz, 
K^rpa., Tatlii.s H D- Day, riuaii*!, Bnlgr. 
EJtCher side. Any rule*. Send replies 
to William Hoyci, 7S3i Wot Bender, 

Wt-al Allia, Wia. biJJ'/. 

Helpt I'm. Lired of playing. Anyone in* 
!c rented in forming A iltib of aevt-ral 
fntmotTI pleai* conU-Ct: ChrnHGdaOft, 
21 Y«rhH Rrt*d, Sra r »d*le, Ne« York 
I05SJ. TtJc, aLi-iib^, Wc Arc un- 
arfiliarrid with any niUr rluTu Age In. 
Attention 4ll K4nj**ha! Join the Army 
oJ Kansas M* heing (o F med. Marty 

(■illTirnlnil -,■ - -i : I i . -i ,■ Ar*" L»p^n Jiei-n-rrie 

a part of :iir Dt^Da £Ati0n «t :isrncd 10 
dc>t ray all Licrpiin^niB.. CnnUd: Lewia 
Henderaon, l n 04 :V*uik Jind, ParaonA, 

K>na^a. 

Help 1 1 want to niuftl frtrr-ip^t iri.-iq -in the 
New Haven, COTiTi, area, More eipeci 
ally Vilieji. Will arrepi phm in Bi>l^r 
and SlktEkpifg only, I'm i.ipierne. 
Writ*: CharI*«Hickok, i** Yil* Statlan,. 
Hew Haven, Clonn 



For sale: Will ftf-U any COmbtoaTlM U 
1 '.L'lti'-lrji-, 1 n-flay, i„,]/or I T*ftji p 
pbm pads. UlI 9 iheet*. I Hall pfice; 
you pay po»l*g*. Contatt: Ken Hoffman, 
inn Carroll Ft. , ,Nc* Bedford, Ma*.. 

OJTwO. 

T^Tr. 5iidisti.' Con-in.and pontji available 
all over nation. Join club in which at- 
(jLCis areeleiled and akill rewArdrrJ. 
B» part of nur grawth and virtorieal 
Write- Ji.tin Hall, i?33 Sj.uuh [ .nuisi-HJ *., 
I'ulaa, Oklahoma, Mcmbi^rahip: J3. 
What > 7 ? AhOlhal- Survey 1 - 1 ? yTTiTl 
List- tav*rite aide for bILeIi AH ([iinr 
you play. $end w/]th seit addre*aed 
ftEamnei! t*lv*tep* (fur rsmlli). Jared 
Johnson, i -:?■ Haehcllr. Ur,. Gbmnbla«i 
Gj., jODOS. Many T*plL«i ntnd>d. 

Spread the word. 

Will trade complete Tactic* U [used 
Only twice 1 fci ccnuplrlr, ahghlly ,,...' 



OPPUNENT5 WANTED 
J 64 GvtTyttmrg, AJso, Confederate 
dint r^ ( wi*h«» fj-u rlhirn oppncietll for 
GfrttysburB Hen, Stnii rimt mrii/e 
Mirharl Jrihnion, 10ft Bridge Btfect, 
Logan. We a t Vii a ir>iA P^Ol. 

Heaclivitcd AH cnthu.-.iijt is looking 
for fie* L0 face Opponent in AK, Bulpe, 
(onpinal) fitilingrid, t"tliBr aide) 
Waterloo^ Guldil C 1 nah Or Other AH 
combat B *me. Phone C-E-l-fcZOa or 
contact Jim Jellry. £1 tnthrop Street, 

Sa-u.ftu.^ J _A^3s^ l _ 

A.N E.-The bent iluh iu the world - 
call i- you. Don't be il raid we ohaii 
protect the weak and innocent- we shall 
conquer aU. tntcrcslcd- then contact 
General Mike Kidwelly 4424 Lealaad 

l.rtn-. Naihvillr. Trimrxi-r 172-114. 

Cnebii anyone' 1 I'll be U.^. inU-l_kiy. 
Jap* In Gu a dal c a rial , U, 5, In Buljje, and, 
either in Midway } ,im H No phn.. 

Wntt Joel Klein. I7U-1*. liOth Av«, , 

Jamaica, N T Y, I 1434, or calf J!?-723- 

igna. 

Anyone wishing to trade -or hL.y on* Lj 
rV»ai garAn ^i*r KnrH* r L > Jjtr^ie- Krlly, 
Hit, TMflnmoiith St-- GWuCest*r. N.J. 

OSOjQ or call 4&ft-Z07c.. 

r.inii:.-. ha* atir.Cf-.*HfiLlly rnillrngrd |-hv 

autharity of AGME in Connecticut. Any 
Spi-L'trr wrtwn tin wdniFnriJ Iji juin the 
atrU£,gle, Applications for memberahip 

will also be consldared. Writ*- David 

Idmherly, 11 AlitenAvr., New H»ven, 

Conn, 

Thr OKW Of thr Fijurlh Reith diffrra 
tvro alternatives 1. ItetOgnite the. 
Fourth Reich at the supreme war ftsm- 
tng f.Ibih. £.. Suffer humiliating defeat 
on the field of battle. &44*4iM aurrerid- 
er Itim* to TOdward l.ylwakj Mi $u»Ob 
fit. , J-ranncttc, Pa. 
Zlit Lehrreich Corps of Afigrsssor 

Efomeland in ni,'.v i*JJlik' HIJ mrrnhrn 

All Norlhwesl war^arne-re are invited 
to write (ribliidliig Dusk lr WArlorda, 

of course. I Should you break out or 
yc-ur sheil, write? Lt. Col. Crefi Lonft, 

i ^ftSWIia Srattlf, Waph 9814h 

A^greBsor Homeland rolls fcrward! 
Army Crrjiip Nnrthea st claim ■ rnnipL*le 
. ■ j -- 1 .■ ■:■ ■ of Connectirut Rhnde laland. 
■ nd Cntieio; To conren our dominaunn 
rtf then? irrli, SD-rSS*v: ririJiti Lihby, l(j 
William St. i 1'ortln.nd. Maine. De&rj, 
lint- fur ch^lUnges December [ | j 
Whft.1 is muFr important thazi AM t,i .-my 
Am*ric*n B*y? Right I CJJrl*1 ! W^y 
Tult the b«*t At two wmldt? A»y Inter- 
ested "Fern Fatale* 11 in Dlitt, Dulge. 
AK Contact °,obe-rl Lewia, Rrj # | , fth. 
aOei, Hew .Teraey Ofl'j'j] 

Greater Cine innatianS: Yftj are hAfe.'b'y' 
rhallenytd to com pete with >i * in Avelou 
Hill Waijamti or concede the Tei-Staie 
area. Write 2nd Kentucky Cavalrjr Jjl-i. 
• ion, H Orngors Lar>n h Ft Thon,a. ( 
rVcntucky 41U75, &r phone 441 ■ }9<t&* 
DelanraT-vanvF The 4tl. Rwl.h -ill bum- 
Me you in niilckrieg, Stalingrad, or 
pbm. We will ESka Bl'.ir, Russians, Al- 

Uiclaware's oyts, Vlflce Meconl, 4th 

RaichH»*doii*rtBrs t 714 WuudsdalaRd, . 
Wilmington, Qelaware. 
Any AH Wafgaftiara aT the [fnlusnlEy 
4ir Wynmin^ who Are intern.lrd m or* 
fan]js,jn(amult-$-piaycr auper ^iEvkTlasJt 

j-ame pl«a.sa LunUtl 5l«ve Uuin, R411, 
Hill ifali of phone lbb-479b. 
In desperate need of op^ionentK for liv* 
iiidUhn Will play rJC*J*r sldr- III 3- 
GKAD, AI.Krp. , Gettvebg., WatLoo^ 
[J.D-if, Bul B «. Write iu Bicfe MulLer, 
47-fl^. Ibth St.. Won-dsjde:. Qutcng, 

N.lf.C. Ij_?^^. 

For aale the following garuci tirLivs- 
burg a K'tvuoc, Ctttyjouru "tl vtr- 
lion, CH4I W*r, *nd TslClicj U. F^ir 
more details writ* Mark Maxim. 71 

HiJlfje*! D* , Siirnn-n.L.rl. New fori 

HS59, A\m Midway and ChanctUon- 

I'ille. 

Attentibn alL war gim^n. ATiyOnr hav- 
ing a Chan cellar vvtlle K ame in good 
LAnetiljun ihat they *rr willing 1^ sell nl 
a teaacnable price pledae contact Kevin 
McCarthys 3*51 SK0n«ll ifth. CS+V*l*ftd 

mm. , dhUi 44 13 1 

AS part of hjut jfLnlvcFflftry <t Lt brition, 
Dunk m irilfiting f nn» memberahip 
drive. Already firmly eatabliahed in 
C-alifornja, the i lit DU'lHOn desire a 
more mernbnrii from the Golden £t*re. 
Join the hnrfa P. M0nto.ni, nu C4ry 

Wy., ranv.n-haul, Calif^nnia. 

Why is it imppaaible lor the Ciermana 
to win in AK? Willtn R C o win with 
Rntiah, contact me it Fin* 14AJ1, % 1 
MtAliatetDf,, NewOrleana, La. 701 16, 

;;...■"■■■ ?-'i! . F.*t. T.i'iT f r.ji .. m.«_m_j_ 

"W> cooquci Atl" needs more members. 
Ma HtpnUntNl n«c<ii»ry. Will alao 
provide opponents. Join tip now! The 
W.C,A. wantayou. Wr It* Raul Mitchell , 



OPPONENTS WAH'l'EU 

II] North Ave., WatitV, M«f> 

,■■:! I.L4.1J19. With YOU ! 



Urgently Wanted Issues 1-1 And 1-1 Of 

the Generalj also, Chancellor aville 
game. Originila only wanted, rampleE* 
and in good rendition. Please auic 
price willing to accept. Don Miller, 
[£1iS Judaon Tid., Wh oatOR . Md, jtOjgg- 
Arti desperate for Syb opponentt In 
McLean, Virgini* *««sX, A*n 14 2^1 - 
LOth B .radL, Lnnglcy High. I hive aim. 
Bulge, Guadal canal, AK, £tallnj;rad r 
Wrttrrl.it.. Midway. Tactics U. NOTtnan 
McLead, E JOtiKimber*jckcHd.. MCL,ean r 

VlfBtnla. Homeroom i.^Z. 

You been pushed around by bigger clubs? 
Keed some WlttorieuV Come dn avtt 16 
the W. C.A. aide Juin nu r Coufedf ta. 
lion- l|*S out ejcperienc*. Ally wilh 
us, Can tome from anywber*. Michael 
NbrhplBou. II HroveRd , Natlck, Mass. 
Q\7U. 

Interested in face En (Jtsiw h_ ijtti jirt il IIijl 
AH gUnei, Diplomacy, Ucaigft Oi Lilobn.1 
Military, £conotniC, PcnTlcal Cainea, 
Came Theory, elc. Contact Marty 
Nicholas, cVo Clnrcmonl Graduate 
schucd. Clari-tntifit, Ca.lt/ on I9bb9 
Perry Ave. P Hlalte, Calif. •Jlllt, 
Wanted: faca-to-fae* opponent (prefer- 
ably teenager) for any current AH Land 
Battle '.ame, 1 will play any side, Al 
bo- any club T can Juiu? Mike Cbolith- 
aky, )£,£ Aahland Hi, Summit, N.J. 

Phong: J75-73BI,. 

Adult n^lii local opponent* for Midway 
or Blitikrieg. lnexpt tie need b«e*u§a 
<yi luck ijf opponents but has experience 
in Strategy gamea. No Spectre or Th ru sh 
nopaence. Wlite: Mi rk phlJllp *. . M ■ 
? r . Fi-a.iklin Ave., Fh.ahing. NY 11355. 
Le»p into the future and ctimmind your 
own space Navy. A small group I a need. 
fMl to deTe-nd: ant. Send ^nalkjicationa 
hut remember a good background in S. F. 
i> ^tul. TolHo Prcnt, -wn i Mfriroi St. , 

Hollywood, Ha. 

The 4th SS PaanrArmy tntandi to con- 
qufir New F.n tt l*nil Aojonr in New 
tingtand who has not been challenged 
by ob, niTW ia your last rhanre Gr<:'iii[i 
rieneral Ray Piche, Commanding, II 
Chaptn Plate, Hartford. Conn. Doll4 L 



Hftyr j^arnr (Bn 


1*.}, -iVlpla-yt*. 


. Arnrii- 


cans), Write: 


Kt-r-, Kobeetson, 


mi w. 


Vir R ini- Ave , 


nt^nilur*. Calif 


qii4fl. 



I'll play anyone play by mail, A K + , 

F_'..il... Guarlaf ranal . Sri, ir:j;r.>ri. D- T-i ■; , 

Bulge, or Waterloo, Rglee are optional 
til my ".rpponent s , Send repty or mooes 
ta R&u Rnbinaon, 171 rimwoud Auenue, 

Buffalo. N. Y. I4QQ1. 

Cip^ble Grnerrfl needs more compvti- 
tion in 5t*.lingT»d. Will play either club 
or individual? and will take either «(d*. 
4-5- f. replacement rate will he .i.nl, 
Hi Fciurse, GOnWct: '1'orM Roitlitautn, 
141 1 3d. QQlh S1-. Tacc-na, WasK. Cja409. 
PBH opponents wanttd Icr the iollowina 
wArgames- Waterloo, Gettysburg fii). 
and n.nay f^fij^ 1 will take either fjtfa 
In all games. Contact: Harold Roberta, 
4& South Broad Mm. Ave., FrarkvlUe, 

Pa, 17 Q 11, 

Inexpe si HTiDfd player looking fnr op. 
pOndnta in D-Day. Afrika Korpa. and 
Tactics II. All letters will he inawered. 
St-ud ft rat move And optional rules. 

,'--,■ ,rr.:. : :-:.- ::„i- i„. |74J '-;. Uwkr. 
Ohtcaaw. Hi ftfih^n 

The I5lh Panter Diviaion of GHCCT- 
needi Tnerrth-er*? Regimanial eommandi 
availahle' Write- Ma rk R.iiMnh*r|. I ft? 
King* Point Rd. , Llanl Hnmpton, N. i. 
iiirluriiriH, riai-pe, .iilrlresa. ■ g«. e«peri-. 
j-.mc, iianir-,.. ,brH ;l|. : fUn-.r you *ont .1 

Join Red I.jl>iih, a nr» AH r.-hib. For 
more lnformation t write ta Bill Slant, 
Ban 547, Fredy'ichsWa. Va. Z2401, 

To join, send ^"f to same address. 

Chief of Staff - Ouik 1* ini*V*Ttod En 
contacting all ne/iitral organjraliuna. 
Any group not allied with another major 
power, please vo-ntatf-r - Terry Sweet. 
447 Broadway, Dangot. Pa. If nan* 
gjSgtgj, plea Be reapondj Neceeeary ' 
Need players to plaj PBM game r.if 
BUtikriSE, Player will be GreM Blue. 
Only and all Vi. M rnlrs e-^i epl Supply 
Route ( wuciear capacity, and Sea Qajed 
Airtra/t. CmiHcl John Scott, 100 C*i- 
eadi Key. J^ell evue, Woahi iigtou. 
OpponenH for all A.H. eamefi wanted. 
AJl persona interested in the Mew Yurk 
City arei cnntacl Steve iJtgel, ill Eftit 
nfe Street, Brooklyn t*F i.-j]| GL-l-IO?], 
1 am , 1 1 -. .■ interested in forming an A.H- 

i:hib 

magnilicentcuupd'stait was accomplish - 
ad in ifaa northwest. Entire Warlord 
regional [unimiin! ilefrifnl I r.i Agarci- 
sor, There mini he somethina to it. 
Move tn a winner, terrific benefits. Afl- 



OPPOniENTS WANTED 

greesar Homeland w;iU*jn 3tew*rt. 
Sit) both a. W, Seattle , wash. Smilb. 

Blitahrteg PBM ieither j. All ruin but 
Nutleat Waifate and Sea Dased Air- 
cralt. Have never played PBM, but 
hivej uion four times a[ BHli T"forma- 
tteaa wrtt* Ettue 5iteinkamp, Box 1191. 
Co)legf Station, Hammond. j,i . 70401. 

Hear ye. He* i' y^, n!»r ye 1 "iehard 

A. Chagrin ba» been created tWrron Of 
tds*». Richard A. Shagrin, fton^, WL t 
Haggi^tt Hatl, [.Iniveiaiiy of >'* sliicigtun. 

5paftle. Washington ^SiOS. 

If yo'i join Aggrvsuur Homeland, ynu J H 
aee the world in our Panscr divisions, 
ff you, fight AgpreBsu-r Homeland, you'll 
■fjfj the world in our ala^e galley iu|uad- 
rona. Simpl* Chaice Richard Shalvoy, 
15 LUcllo^ Manor, E, Morwalh^ Cvnn, 
Enji.ry tin- writing, of Aggreaaor scum 
beneath your bofl-ia n f hen jojn '.he reil- 
ly IdUghJal and most ajrgrei live organi- 
zation inwaigHnms-tht rerceao! Evil, 
Write Phil Seymour, 1029* Crafgen 
Circle, SaratogA, Calif ^070. Kvll 

ubcr aiic al 

Dixie wama Tsu - If you are a Souihe rn- 
n of military age, consider 3 CaVrtSX 
in today's "action" Afire*.? or Army. 
Contact 2nd Angressur Army David 
ScroaktCj b'.'lh Jewell G» f . Alexandria, 

va. ZZ'il.l. 

Wargamera or T-..aa, m rr^jndinl 
States, and ,-'.ru,''H.i organ! ie" Jn/or- 
muHon exchange And tttatofM of play- 
ers planned. Alao. wraith ufadvantages 
lo all 5lh AgSffefii-ar Army members, 
For either, write Brute Sullivan. iMli 
Seaboard , Midland, Ttutai 79701. 
Intelligent, Skillful, up[*<nenta *a aJ t^d 
lor PBMconilicl. I wilfaccept the stat- 
ed side in the follOwtAfi (imtl: filits- 
|trl*L0 (lted>, Slaiingrad JGfrmJnf, Tac- 
tica [1 IKedi. Send rule preference.! td: 
rouRTurDbull, 1 Oh North St, . WuLtdi*nd, 

California ?5bf^. 

Pof Sale - Hinttlc ol the Bulge ts, Mid 
way, Cettyaburg tHr*:}, t>ir(ia«f hur, 
Chance I lor svillc, staling rad t Watc-rled 
and Afrika KOfpa - J4 eatfhl PBM padu 
for all - 7'.-.' each. AlaO every lataV oJ 
"General" plua B coupons! Ach Tlliir- 
man, left Price Way, FoJaom. Callfor- 

uJa ijStjg, 

Trader Willing to trade Tifettci II, 
Chanii«:1ltiravilln and Civil War games 
for one Guadalcanal jams. Uontact: 
Jim Van, 103? Woodland A^e.. Beverly, 

ghJB 4 r j7 15. 

Ws-nted. 49poncnt[s] far me and my 
wife In efiher team ur single play in 
Bulge, S-^rad, C-cajial, aad AK. PPiM 

or ta peruon if nearby, Gt>ntacc Law- 
renc* Valencavirt, I ConcvBr Apts., W. 
Mewar k, Delaware I *JT 1 1 , 

I will plav layuiii :n the game □fSli-lin- 
ti.-.-l an Germans. Guadali aual t A K H 
iny !>ide by PBM, face tu face also. 

Cart WXUfgj Htf W &U, &?th Ave.. 9740^ 
Cug en e 4 O re gon , 



eneril who 
ft. RllEKkriag, D- 



t'.A pe.bl e b ut in nx pe 

will play either a:( 

Day "fit, Warrtluii or Midway ia pecaon 

only. Ikwe Wtfrte-r, 1460 HollidaJe 

Ct. , Los Altos, CaUtojrnU. 

Help' Meed live opponent* lor A. II. 
war flames who live neai Highland, Ind. 
Mu PBM Call Bui. Wr.lfl ai Tt ft- 4979 
Would like to have enough people to 

lurrn * ■_ i-bato. 

Chantelluravilie for S J .^0 postpaid. 
Also any War garnet mads by roano- 
ratturerB olWf Ihan AH Parlii^ilarly 
the Battle Ol Atlanta made by sOmeOnc 
a few yaareago Willy WiLtlams. 1507 
W nth ?r . Panama C ity, Fl orida 32401 _ 
Attention W*rj*t.i«,pi Join tlSCAC - 
The United State* Continental Army 
Command. Are you tired of seeing clubs 
FigMEng ravli otliiri' 7»i CHQ-USCAC, 
101 5prinj; fid,, MSlvefh. pa. j,9i?S. 
Live and PUM opponent* in the sunahine 
fliate- AfriKa Korp a, Battle of the Bulge. 



Stall 



Waterloo. Tenth l.t 



P.P. Box IPU. Melbourne, Fa. UWl, 
Achiungr | Our General UeutetMctl hai 
nrdered ua to Inform ill inlerinra that 
the Peiper Combat Group will daieat 
any chalfen^era. Pfjlvt In Ftulge !*j 
Uermano}, Peiper Combat Group CHQ, 
?AMapIrAvr., Living-ion, H. J 
Highly erratic general wiahea oppotienta 
- will take Watarloo {either], Bulge and 
BJiti (either aide but all optionaJj) - 
any nth er (imc fboth aides) S. S. V. M. , 
117 Wheeler. Dartmouth Collajj*. 
Hanc-ver, N. H. 037^5. 

Organl^atl^if) has come TO Long Island 
Wareamera. Join th* IT. A. of L.I. 
Thie ia not a HBM League, f^craonal 
Conibat Wf lravnl. Practically all 
wiir'games. Write U. A. of L.I,. L570 
Grand Ave., Baldwin, N.T. 



